WWF SMACKDOWN! 3: First PS2 DETAILS! 


IO 0 ۷ INDEPENDENT ZONE OF THE ENDERS 


From the creator of METAL GEAR 
comes our GAME OF THE MONTH! 
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Sega reveals its top- 
secret plans in our 


EXCLUSIVE 
INTERVIEW 
1 


PLUS: 30 
Screens of 


VIRTUA 
FIGHTER 4 


METAL 
GEAR 2 


100+ Screens, 
new info, and 
action figures? 


NEW INFO 


& SCREENS 

> Quake III 

> NBA Street 

> Project Eden 

»- Gran Turismo 3 » n>. |. ù~ ~ 
» Twisted Metal Black ٹج‎ ® / NR eel TE EEE MAY ۵ | ISSUE 45 ۱۷۳ 5 ۵۲ 
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a \TV racing fully preserved for yo 
. charge through rocky billsides, sandy d 
. your time and enjoy the beauty Û 7 
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EVERYONE 
Comic Mischief 


Mild Language p layS tation. 


0 1 ۱۱۰۰۰۱ 
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. 15 TRACKS. 108 CARS. AND TOP SPEEDS ` 
IN EXCESS OF 190 MPH. THAT WASN'T | 
YOUR LIFE THAT FLASHED BEFORE - 
YOUR EYES, IT WAS A MADMAN IN A ` 
ROCKET SLED STEALING FIRST PLACE, | 


LEAD THUMB? 


controlling acceleration? You may be a Speed Freak. If so, Rumble Racing is the game 
for you. Tear through fantasy worlds sniffing out short cuts and power-ups at the speed 
of light. Trigger asphalt-melting nitro boosts with big-air barrel rolls and corkscrew flips. 


Because in this turbo-charged race, if you're not lightning fast, you're already finished. 


© 2001 Electronic Arts Inc. Electronic Arts, EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All rights reserved. EA GAMES" is an Electronic Arts™ brand. Licensed for play on the PlayStation 2 computer 
entertainment systems with the NTSC U/C designation only. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Manufactured and printed in the U.S.A. 
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Welcome to the world's RE GEN. 
best PlayStation magazine 


| CAN'T GET OVER HOW WEIRD THIS IS. 


irtua Fighter 4, a major Sega franchise, 
on the PSM cover? The only thing 
= stranger would be Mario bonking gold 
coins out of our logo. Who'da thunk it? 

Last month we broke the news that Sega 
would be making games for systems other than 
Dreamcast (such as our beloved PlayStation 2), 
and this month we follow up that initial report 
with an in-depth Sega interview that's sure to 


CHRIS SLATE Editor-In-Chief 


LIKES: All types of games, especially the good ones 
HOBBIES: Comics, hoops, J-Pop, movies, DVDs 

۱ hired the guy, so of course | know who he is. Unless... 
it's someone else under that mask now. Come to think 
of it, how many Tokoyas could there have been...? 


get gamers talking. As big as VF4 on PS2 is, I 
get the feeling that's just the tip of the iceberg. 

The other big news this month is the Metal 
Gear Solid 2 playable demo — wow. l've per- 
sonally logged over 20 hours playing it. Don't 
miss our 100+ screens on page 48! 
Unfortunately, to fit both mega-features in we 
had to bump letters this month. Sorry about 
that — it won't happen again! »- CHRIS SLATE 


“The only thing stranger 
would be Mario bonking 
gold coins out of our logo” 


MEET rue TEAM | STEPHEN FROST 77773 RANDY NELSON TOKOYA 
i Vî ku ê ME Û ûû SENIOR EDITOR ۹ REVIEWS EDITOR STRATEGY EDITOR 
; LIKES: VF4 on PS2 * j LIKES: All types of games LIMES: Fighting and RPGs 
Ever wonder what a crack team of HOBBIES: Street Racin’ H HOBBIES 6 PAA Wrestling HORE € The Stepper UT 
videogame journalists look like? Munt piso مت‎ > 00 ê 
دوم ‌جمو۶‎ fnll 2 el T q | ¿Ja TOKOye Who is Takoya? Who is Toka 
...Aw, cmon folks, just work with - | A certain editor from a Remember that guy from I'm a cut Siwê. I'm a 
us a li ttle | nere... لما‎ rival magazine who's Greatest American Hero? close shave... | can do a 
YÊ) defected to our side. Yeah, that’s him alright. fade... and, | am a buzz. 
TOMMY LAYTON <> | BILL DONOHUE zm DAN FITZPATRICK En. | GARY LIEV 
NEWS EDITOR | MANAGING EDITOR SENS ART DIRECTOR || ASSOCIATE ART 
LIKES: FPS, Action games LIKES: Air Combat sims E. LIKES: Shooters سی سا‎ 
HOBBIES: Humpty Dance HOBBIES: Loud Music! BE (ORGIES: NE pizza LIKES: Color 
Î Who is Tokoya? El Who is Tokoye? B Who is Tokoy A Crayon mashing 
He’s the grown up version nr Beats ı me. | thought that 1 Tokoya was dosên to be 4 Who is Takoya: 


of the friend of that kid 
on the Wonder Years. No, 


guy in the mask was just 
“| a hallucination after a 


the new Dalai Lama. He 


Û ıt is hard to know why 


| fled Tibet because he 
doesn't want to do it. 


y the Tokoya exists. He may 


that's Marilyn Manson... x really tough weekend... be blue, red or just gray... 


کو À——‏ چب سا س س ی کے ی ی و ی ۳ 


E very month we work with today's hottest comic book artists to create the custom PSM cover. This month we got 
B 5 to partner with KERON GRANT, who comic fans will know from his amazing work on Kaboom, as well as his recent 
N stint doing covers for Marvel's Iron Man. He's got a very dynamic style that fits the Virtua Fighter characters well. 


A Look at the previous sketch aid 1 you'll see 
that Akira's hair wasn't right (the guy looks 
enough like Ryu as it is). Once that minor 
detail was fixed, the inking and coloring was 
added, and the results are amazing. 


A How could we fit three large characters on 
the cover and still leave enough room for 
text? We had no idea, but lucky for us, Keron 
was able to figure it out with his super comic 
book smarts. Only a couple changes left... 


A Next, Akira got his turn in the سا‎ but 
again, the image was too wide. It's tricky 
fitting an image onto our cover without 
pushing into the text on the left, especially 
when dealing with three characters. 


A Keron quickly whipped up a bunch of 
sketches for us, to give us an idea of the 
different routes we could go with the layout. 
This early one focused more on the sexy 
Sara Bryant, but was a bit too wide. 
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RATING PENDING 


CONTENT RATED BY 
E SRB 


Test Drive Off-Road Wide Open © 2001 Infogrames, Inc. All rights reserved. Test Drive, Test Drive Off-Road and Wide Open ore trademarks or registered trademarks of Infogrames, Inc. Infogrames and the Infogrames logo are trademarks of Infogrames Entertainment S.A. Manufactured and marketed by Infogrames, Inc. 417 Fifth Avenue, New 
York, New York 10016. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Hummer, Hummer emblem(s) and Hummer body design(s) are trade marks of General Motors Company used under license by Infogrames, 
Inc. Ford F-150 Trademork(s) used under license from Ford Motor Company. All other trademarks and tradenames are the property of their respective companies. 
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Midway Games West Inc. Used by permission. 
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The epic journey explodes with the all-new Gauntlet Dark Legacy. the only 
PlayStation.2 game with cooperative play for up to 4 people. With 8 playable 
characters, including 4 new alter egos, you ll slash together through 8 deadly 
game worlds with over 60 levels. Wield new weapons and join forces to use 
advanced combat moves against the 


bloodthirsty forces of evil. Prepare 


thy soul, brave one, for you are about E 
to encounter Gauntlet Dark Legacy. PlayStation. e 


IDWAY 


w.midway.com 
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> Zone Of The 
Enders 


Ever wonder what it 


would be like to star in 
your very own robot : 
anime? Now you can live ۰ 
the adventure with our 
Game of the Month! 


48 


> Metal Gear Solid 
2: Sons Of Liberty 


SPECIAL FEATURE: 

The day has come at last 
— we've got MGS2 in 
our grubby little hands! 
Experience the demo for 
yourself on page 48! 


18 


» WWF 
Smackdown! 3 


THO has officially 
announced the first 
WWF game for PS2, and 
we've got all the details! 


. Turn to page 18 to read 


all about the game-ah! 


> Gran Turismo 3 


Enough already! This is, 


MONITOR » 16 
I6 > TOP STORY 


Namco is packin’ some serious PS2 heat 
with its new software lineup. If you're a 
fan of director John Woo's films (y’know, 
that crazy “two-guns, diving around and 
shooting” stuff), then you have GOT to 
check out Dead to Rights! 


I8 > RUMORS 
20 > CHECKPOINT 


REVIEWS < 23 
24 > GAME OF THE MONTH 


Hideo Kojima, creator of Metal Gear Solid 
and the upcoming MGS2, took a little time 
out to produce Zone of the Enders. Yeah, 
we thought that would get your attention! 
This game absolutely rocks in a way that 
no other mech game has before, so do 
yourself a favor and go check out our new 
Game of the Month! 


36 > SCOREBOARD 


GAME INDEX 


> 4X4 Evolution 28 
> Ace Combat 4 68 
> Arc The Lad Collection 74 
> AM: Final Front 35 
> AM: Green Rogue 74 
> Baldur's GateAlliance 70 
> Dance Dance Rev. 26 
> ESPN Skateboarding 76 — » Oni 


> Extermination 75 


> Mega Man X5 
» Metal Slug X 

> Moto Racer Tour 
> Motor Mayhem 
> NBA Hoopz 

> NBA Shootout 

> NBA Street 


> Onimusha: Warlords 


PREVIEWS » 57 


You want top-notch new games? Check this 
list out: Twisted Metal: Black, Project Eden, 
Ace Combat 4, Klonoa 2, Baldur’s Gate, NBA 
Street, Quake III Revolution, Extermination, 
Red Faction, Gran Turismo 3 and tons more! 


STRATEGY » 85 


Tokoya has been hard at work, cracking 
open the latest games and feasting on the 
secret tips and strategies inside. He's got 
the expert advice you need for Star Wars: 
Starfighter, Winback, Knockout Kings, 
Shadow of Destiny and Metal Slug X. That's 


a lot of work, so do poor ol” Tokoya right 


and be sure to stop by his section, okay? 


RESET » 97 


If they placed bets in Vegas on what would 
be in the next issue of PSM, then you could 
make a killing with the info you'll find on 
our Reset page. As it is, you can just read 
about next month's cool stuff and get all 
excited and stuff. 


> Rune: Viking Warlord 66 
» Strikers 1945 30 
> Spryo: YOTD 94 
> SW: Starfighter 94 
> Test Drive Le Mans 80 
> Theme Rollercoaster 95 
> Tiger Woods 35 
> Triple Play 33,95 


> Twisted Metal Black 58 


> Fl Racing 30 
> Gauntlet: Dark Legacy 68 
> Grand Theft Auto 3 82 
» Gran Turismo 3 


> Point Blank 
» Project Eden 
> Quake Ill Revolution 


> Raucrisis 


> Unison 27 


> Vanishing Point 32 
> Warriors uf M& M 26 
> WCW Assault 95 


| like, our tenth preview — 
۱ we want this game 
NOW! Ah well, while 
we're forced to wait, we 
might as well show you 
the latest screens. 


> Razor Scooter 


» Gundam Assault Þ Wild Wild Racing 94 | 


> Winback: Ops 95 


۸ High Heat Baseball > Ready 2 Rumble 2 


> Klonoa 2 > Red Faction » Zone OF The Enders 24 


> Mat Hoffman's BMX 60 > Rumble Racing 
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It's true! Sega will 

be bringing its top 

games to Sony's 128-bi 
erhouse, starting with - 
mammoth Virtua Fighter 
franchise. To see what VF4 will 
look like, and get all the juicy 
details on Sega's other 2 
plans, turn to page 38 now! 


_ PSM is the magazine for the gaming Elite — the 
hardcore gamers that support and drive this 
industry. This is NOT a "mass-market" magazine. We 
don't focus on ‘fun for the whole family’, or waste 
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Control system is intuitive and 
easy to use in a 3D environment. 


The controls ofa 
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Combat system allows both close-quarter 
Weapon attacks and long-range laser attacks. 


Rk y ëo Computer Al reacts to and learns [pom your 
actions, f@lping you minimize civilian 5 پوس سرت وھجمس‎ 
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Missions change when re-played. 
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` Produced by Hideo Kojima 2 
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د د‎ 1 
2 our inside look at this month's 
hot topics, gear, and games 


s if there weren't reason enough 
already to plunk down $300 for a PS2, 
new information out of Namco's 
Japanese headquarters should seal the deal for 
prospective buys and put a big grin on current owners. 


good chance that more than 
one of the bigger games on 
this list will see the light of day 
at this year's E3 show. 

Namco has recently 


agent named Jack Slate, who's 
up against a terrorist organiza- 
tion. A cliche story, but the 
gameplay looks to be anything 
but. Slate must grab guns from 


In a document provided by Namco's financial division, unveiled its first US. 
shareholders have been told to expect no fewer developed title for 
than 12 offerings for PS2 in Japan by March PS2 entitled 
2002, some of which will also appear on the y Dead to Rights. 
PS2-based System 246 arcade system. SA. 72156 Modeled after the 

The 12 games revealed to W SEW 
shareholders include Tekken 4 «f 
(arcade and home), Soul a 
Calibur 2 (arcade and home), W 
Ace Combat 4, Vampire Night 
(arcade and home), and a new 
Ridge Racer title. Also 
evidently on tap are a new Mr 
Driller and Moto GP sequel, 
plus PS2 tennis, baseball, and 
soccer titles. RPG fans will be 
happy to hear that Tales of X, the latest in | 
Namco's popular Tales series, which includes Tales of P 
Destiny, is also planned, as is a “massive” RPG from 8 
subsidiary company Monolith Software. There's a 


enemies — there are no 
power-ups or ammo just laying 
around — and benefits from a 
fully analog control setup that 
meses makes precision diving 
AW action-packed “gun ballet” style of (complete with two guns blazing) and no-look 
| director John Woo's movies, the game was shooting easy as pie. There's no set date to expect 
still rather early in development when we Dead to Rights yet (the developer has been given a 
N . Saw it in February, but is looking “it's done when its done” directive) but a 2002 
` Mur. Promising nonetheless. A release seems likely 
M third-person action title, Expect more on Namco's massive PS2 lineup just 
A Dead to Rights stars an 85 soon as it's announced. 


NEIN‏ ابا 


1 8 NAAN S Ar i ù 
اپ‎ 1 
هه د راي پر‎ 930 We ES 42. 
a 4 IT 
۳۰٣٢۸٥٢٣٥۸ Pitt: 
+ M نب یا‎ 


VAMPIRE NIGHT 


Although it hasn't hit arcades on any shore yet, Vampire for Sega's House of the Dead series, and there are plenty § 
Night (which runs on the PS2-based System 246 of similarities. Namco hasn't said anything yet about a | 
arcade hardware) represents Namcoss first next-genera- home release for the States, but given its appearance on 


tion arcade collaboration with Sega. In fact, the light gun an upcoming titles list in Japan and PS2's need for some 
shooter was developed by the same team responsible ^ light gun games, wed bet it's not too far off. 
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_ Snake, Olga, and three new mysteri- 
* ous characters get the collectible 
۱ figure treatment from McFarlane Toys 


s first mentioned in last 
۸ issue's Notes column, 
McFarlane Toys is hard at work on toys 
based on Metal Gear Solid 2. Well, at this 
year’s Toy Fair in New York, the toy maker 
took the wraps off the collectible figure line, 
and the work it’s put in so far is looking 
mighty impressive indeed. 

Six figures are planned in all, with 
Snake, Olga, and Ocelot revealed so far. 
We'd have to say that Snake's likeness has 
| been captured better in plastic this time 
around than with McFarlanes original 
MGS figures (where his face looked like 
Earnest Borgnine’s) but there's still room 
for improvement. Olga and Ocelet are 
looking spot-on — you can even see pores 
and beard stubble on Ocelot's face! 

Three “secret operative” silhouettes 
٣ Were also provided, but, keeping with the be Liquid Snake and the one with two 
secrecy surrounding their in-game scorpion like “tails” may very well be his 
counterparts, details on which “brother”, Solidus. 

characters they are aren't being All six figures will hit stores in October 
released just yet. We did some checking, for a yet undetermined retail price, and 
Des ۳۰۰۰:000۱ and the sword-carrying shadow has the each will come with one piece of Metal 
نت‎ ETT exact same shape as the Ninja from Gear Ray Collect them all and you'll be able 
| لات‎ di 1۵66, ۲۶ ۵۷۵ ۵5۹68502 (GS; the trenchcoat wearing form could to assemble a reduced scale figure of the 
| ultimate war machine yourself! 


WHAT YOU 
SHOULD BE 


IN RELATED NEWS... 
Lara hits the silver screen this حم‎ 
June and inevitably a toy line will Y ۴ 

hit store shelves at around the 
same time. Playmates has sæ 
accepted the challenge 8 
turning Angelina Jolie into an 
action figure and you can see 
the results for yourself. Expect 
plenty of variants and play 

sets to round out the Jomb 
Raider tie-in experience. 


Toy maker bbi, who was responsible for the 
Legend of Dragoon toys we covered a few 
issues back, is back at it again with Sony- 
licensed Dark Cloud figures due 5 
summer. The line will include hero Toan, plus 
| کے‎ Ruby, Master Jacket, 
Seda, Ushi, and Majin 
and, while we've only 
seen molds so far, 
they're already looking 
quite promising. S Th. likene nf tha Tomb 
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NOTES 


PERFECT STRANGERS 
Sega, Namco, and Sony .have 


announced a multi-stage plan that 
includes broadband networks and 
game content in Japan. All three 
companies will be working together 
to provide network games and other 
information to arcades, Internet 
cafes, and other entertainment 
locations throughout the country 
starting as early as this summer. More 
details on this interesting develop- 
ment as they break. 


NOT SOLD IN STORES 
A big part of the alliance between 


Sega, Namco, and Sony will be a new 
hybrid PS2 model with beefed up 
specs that will essentially make it a 
stand alone PC for network applica- 
tions. Available only to entertainment 
locations (i.e. it won't be sold for 
home use), the machine will boast 
128MB of system memory, 16MB of 
video RAM, a 80 gigabyte hard disk, 
plus a monitor, keyboard, and mouse. 
This news has fueled rumors that the 
PS2 expansion unit, slated to include 
a hard disk and network adapter, will 
also expand the system in other ways. 


2.1 MILLION STRONG 
Sony has reached another milestone 


with PS2. As of this writing, more 
than 2 million systems had been 
shipped in North America, with Sony 
promising to ship a total of 20 million 
units world-wide by March 2002. 
With so many systems on shelves 
(and, more importantly, in people's 
living rooms), it will become even 
more of a struggle for newer 
competing systems from Nintendo 
and Microsoft to get a foothold in the 
market. 


ONLINE IN TIME 
SCEI, the parent company of all 


things PlayStation, has finally 
revealed some concrete details 
surrounding its online plans for PS2. 
At a conference in Japan, PlayStation 
boss Ken Kutaragi confirmed that his 
company's online network will be up 
and running in Tokyo and surrounding 
areas this July using fiber optic con- 
nections and that the PS2 hard disk 
unit will be available at the same 
time. Pricing and U.S. rollout plans 
have unfortunately yet to be divulged. 


ANIME OF THE ENDERS 
Konami has revealed that, in addition 


to the OVA video that it produced for 
the Japanese special edition of Zone 
of the Enders, a full television series is 
being prepped to hit the airwaves in 
Asia this April. Comprising 26 half- 
hour episodes, Zone of the Enders: 
Dolores, | will feature different char- 
acters and storylines than the game 
and OVA, but will keep the cool mech 
designs and universe. There's no word 
yet on U.S. plans for the episodes, but 
watch this space. 
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Details: 
¿PE Smackdown! 3 


THQ’s ۲.90 PS2 slobberknocker is officially in the works 


^ : y a. ae? 
$ 


سسےے 
ad‏ 


o we سپ‎ 


AN, 
`N n ۳۹ A P 


M ore anticipated than this 
year’s actual WrestleMania 
Main Event among videogame- 
playing wrestling fans, WWF 
Smackdown! 3 is officially 
underway at the Japanese 
development house Yukes, 
the crew responsible for the 
first two WWF Smackdown! 
titles on the PSone. Based on the 
early details we've heard, it's shaping 
up to be one heck of an experience. 


A Triple H may be “The Game”, but for WWF fans, 


p^ Smackdown! 3 promises to the THE game of 2001. 


WWF Smackdown! 3 (a working title) 
promises 78 styles of matches (one 
would have to assume a lot of these are 
slight variants), in addition to 35 super- 
stars and 1,000 different moves altogeth- 
er. It will also be the first game in the 
series to feature full play-by-play and 
color commentary, which leads us to 
believe it will utilize the DVD-ROM format 
for its added data capacity. 

THQ has also said to expect nine 
characters to be able to battle it out in the 
ring at once, plus the ability to distract the 
ref, rush opponents during their 
entrances, and you can even fight with 
your tag-team partner after a loss. All this 
at a promised 60 frames per second, no 
less. Well have more on this potential 
blockbuster title as it shapes up. 


Sony Gets Its Game(s) On 


Announces new PSone Twisted Metal and PS2 racer; confirms 
summer 2001 release dates 


here are all of Sony's 
W games for PS2 — 
other than ATV Off-Road Fury, 
that is? It seems the answer 
from on high is “just wait until 
this summer’ That’s when 
SCEA will unleash five of the 
biggest titles the system has 
seen to date. 

First out of the gate will be 
Dark Cloud, the SCEI- 
developed “georama RPG” in 
May, followed by Gran Turismo 
3 and Twisted Metal Black in 


June. July will see the release of 
third-person action offering 
Extermination and the unique 
adventure game ICO (not seen 
Since last year’s E3). You can 
find full previews of G73, 
Twisted Metal Black, and 
Extermination in this issue's 
preview section. 

In related news, Sony has 
announced a new “kiddie-fied” 
Twisted Metal game for PSone, 
featuring super-deformed 
characters and non-violent 


Konami is preparing to give a few lucky Metal Gear Solid 2 fans 
the chance of a lifetime, to get their name in what is sure to be 


one of the biggest games ever. 


Interested? Just head on over to the MGS2 contest site 
(http//www.konami.co.jp/kcej/products/mgs2/mgs2name/index 
e.html) and enter your name, age, blood type, and nationality. 

According to Konami, potential winners have until June to 
submit their info for consideration, and winners will be e-mailed 
in July. If picked, your name will appear on enemy soldiers' 
uniforms in all versions of the game — Japanese, American, and 
European. So what are you waiting for? Get to it, and good luck! 


weapons such as 
Nerf launchers. On 
the PS2 front, the 
designer behind 
Warhawk and Jet 
Moto is working on 
a new racing title 
called Kenetica 
which features 
racers donning 
power armor of 


sorts, each with different attack 
systems. Expect more on both 
of these games (and Sony's 
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that's finally received a U.S. release date. 


its announced. 


SAY WHAT? 


Videogame characters say the darndest things. 
Here are a few quotes that caught our attention: 


“You pul shame on me!" —Viola from Zone of the Enders 
giving a perfect demonstration of why she's a mech pilot 
and not an English professor 


“Dancing leads to happiness" —Unison's observant 
Emperor Ducker in an attempt at philosophy 


“Horseplay means death!" 
— Poster seen in Red Faction, but not the PSM offices 
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A .سد‎ y is one of the big Sony ga games 


soon-to-be-announce d 
fall/winter software lineup) as 


RUMORS 


by RasteGundam 


Here's the latest, juiciest 
gossip going, f folks. 


NINJA GAIDEN NEXT SUMMER? 
It’s been long overdue, but it would 


appear that Ninja Gaiden is finally 
getting a suitable next-gen update. 
Supposedly slated for a Summer 
2002 release, it’s purportedly been 
delayed because most of Team Ninja 
has been yanked for another project 
— more on that in a second. It’s been 
long rumored that the new Ninja 
would be released running on the 
DOA 2 engine, but that might not be 
quite right — here's why... 


DEAD OR ALIVE 3 AT CHRISTMAS? 
That's right, the Dead or Alive series is 


finally breaking out of its terrible twos 
with a third, all-new chapter, courtesy 
of Team Ninja. Reliable sources place 
the game as coming out in time for 
Christmas, or — more relevantly — 
just in time to go toe to toe with 
Namco’s double-barreled threat: 
Tekken 4 and Soul Calibur 2. This 
Christmas looks to be quite promising 
for fans of fisticuffs — and who isn’t? 
On another Namco note, it’s been 
rumored that they’ll be producing 
titles for the Xbox and Gamecube, via 
an offshoot company. Why? So as not 
to snub their invaluable Sony ties, 
which were in part responsible for 
some 250 layoffs at Namco. 


BOUNCER REMIX 
Square may be considering an 


enhanced redux of The Bouncer, con- 
centrating more on the fighting aspect 
and less on the movies, and reintro- 
ducing some of the cool scenes and 
technology that seemed to have been 
removed from the final game. 


H20 JETSKI FURY? 
Rumor has it that Rainbow Studios 


has a water-based racer — a la Hydro 
Thunder — in the works, and that it’s 
much further along than we might 
have expected. Why is this exciting? 
Because it comes from the good folks 
who brought us ATV Off-Road Fury. 


CASTLEVANIA FOR PS2? 
Remember Castlevania Resurrection? 


Of course you don’t — it was only one 
of the most eagerly awaited titles for 
Sega’s Dreamcast, and never came 
close to being released. Wanna hear 
why? Because Konami received dev 
kits for the PS2 way early, and 
perhaps they decided (wisely) that 
going with Sony’s black box was a 
better bet. After all, you don’t think 
MGS2 just happened to come out that 
good, do you? 


STAR WARS SEVEN? 
We all know now that LucasArts is 


hard at work on at least a half dozen 
titles based on the Star Wars 
universe, but what's really interesting 
is that they're rumored to be making 
an attempt to rectify the damage 
done by Masters of Terras Kasi. An all- 
new lightsaber fighter based on 
Episode || is said to be in the works for 
the PS2 — which means that Darth 
Maul will likely make an appearance, 
death notwithstanding. Maybe 
Starfighter wasn't a fluke, after all... 
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ore and more these 
days, videogames are 
become events the likes of 
major movie releases. A big 
part of entertainment events is 
the tie-in merchandising, and 
Square's upcoming Final 
Fantasy X is no exception. In 
fact, Bandai is already planning 
a line of action figures repre- 
senting main characters Tidus 
and Yuna from the game, 


. among others. These figures 


will complement what is sure 
to be a merchandise blitz from 
Square itself, a la the clothing, 
stuffed toys, and other items 
that popped up in the wake of 
FFIX’s release this year. 
Big thanks to www.figures.com 
for the pic of  Bandai's 


: وھ‎ Tidus and Yuna are > the first 


length feature film due in 
theaters this July. Bandai will 
be on the scene with action 
figures based on this film to 
coincide with the release, but 
even cooler looking are 
Palisades Toys' 12” collectible 
figures complete with fabric 
clothing. They're due in June 
for a yet to be determined 


FFX offerings. price and will join a slew of 
+ Another hot Square other tie-in items from 
A Large and in charge: Aki Ross, Gray Edwards, and i General Hein are just property getting its own line of Palisades, including highly 


ہریت 


three of the 12" figures that Palisades has planned m — UO : 
summer special effects spectacular. Lookin’ good so far! e êr 


pe for this fa ll 
before Û : game 


detailed character busts of the 
main cast. 


toys this year is Final Fantasy: 
The Spirits Within, the full- 


. Developers. have been talking 
for a while about receiving. the 
cold shoulder - . treatment 
| aS mo 9 P" - following the PS2 launch, but 
NA EO SE N recent Nees in dpa ha 


VERSUS MODE 


Sony’ 5 E golf se series s tees off 
on PlayStation 2 


hough series originator Camelot has since left for 

Nintendo's side of the fence, Sony is still cranking away 
at the Hot Shots Golf series, now under the helm of developer 
ClapHanz. After two successful outings on PSone, the series is 
coming to PS2 in visually enhanced style later this year and already 
it's looking good. 

Under the title of Minna no Golf 3 (translated: Everyone's Golf 3) 
in Japan, the game retains the cutesy visual style and characters of 
its two predecessors, but is already sporting some nice looking 
special effects. Sony's hasn't announced a release date on either 
side of the Pacific, but we wouldn't be surprised to hear something 
Advantage: Solid Snake on this front very soon. 


ROUND TWO: Known Associales 


| Snake: Frequently talks to his Cobra: Makes you talk to that 
superiors via his codec "big blue ape" over there 


more importan ` how 


| Snake: Leaves foes lying in a will LA a ag | whe 


| broken heap 


Cobra: Leaves foes lying in a 
drunken heap 


Cobra: Makes you unknowingly 
piss yourself at some point - 


Snake: Makes enemies piss 
themselves at gunpoint 
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Snake: Hangs out with a 
hacker named Otacon 


ga 


Cobra: Found alongside Colt 45, 
Schlitz, and Miller Malt 
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ROUND THREE: Mission Objectives 


Snake: Sneaks around inside a Cobra: Commonly seen 
| brown cardboard box wrapped in a brown paper bag 


Cobra: Poured on the curbside 
to honor dead homies 


Snake: Called into action to 
| combat terrorist threats 
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"WINNER: SOLID SNAKE 
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GENRE 


Strategy 

Sports 

RPG 

Racing i 
Action idwa 
Action 

Action i 
Adventure d 
Racing 

Action | 
Action 

Action 

Racing 

Racing 

Racing 

Action 

Action 


PUBLISHER 
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unner‏ 3 
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SO s first major pS2 Spe since BEEN is Here. 
Look for our full review in an upcoming issue. 


GENRE PUBLISHER 
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۳ Sports 5 
E Racing 
: Sports | 
Adventure 
Sports 
Shooter lan 
Quiz 
Racing 
» This Resident Evil-like 
3 adventure is one of the last 
E really big PSone games. 
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This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 
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Bloody Roar 3 
Cart Fury 
Gran Turismo 3 A-Spec ————=, 
Le Mans 24 Hours 
| | x | Motor Mayhem 
plu Ede pc Project Eden 
| Reiselied: Ephemeral Fantasia 

| Rumble Racing 

| Seven Blades 

Î Stunt GP 
| Twisted Metal: Black 


Fighting 
Racing 
Racing 
Racing 
Action 
Action 
RPG 
Racing 
Action 
Racing 
Action 


N 


N 


Infogrames 
Infogrames 
Eidos 
Konami 

EA 

Konami 
Infogrames 
Sony 


vL وص‎ OSEA 


DR 


AA IDA ess DAI ټوو‎ N شرم منص‎ 


——— 


— 


l———— 


ERE‏ هو 


EA 


Ns‏ مه 


74 FE 
1۷ 
دل ٹا لف سنا‎ s لل‎ 


BÎ Head 2000 
Digimon Card Battle 


Infogrames 
Bandai 
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ICO 

| Klonoa 2: Lunatea’s Veil 
| Test Drive Off-Road: Wide Open 
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Carrier 
Clive Barker's Undying 
Silent Hill 2 


Adventure 
Adventure 
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Bandai 
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Digimon Racing 
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$49.99 each / bbi 


Far more than just large action figures — or (gasp!) 
“dolls for boys “ — bbi's 1/6-scale Elite Force 
Aviators look to be must-have collector’s items 
for military aviation enthusiasts. The F-18 Hornet 
and F-15 Eagle pilots stand just about 12” tall 
and boast hyper-realistic clothing and gear 
which includes details right down to individual 
working buckles. Plus, these mega-figures are 
super articulated, making them capable of i 
assuming a number of highly lifelike poses ZT 
(check out that salute) on their included 
display stands. 

As a bonus, bbi will be releasing a 
1/6 scale F-15 fighter cockpit for dis- 
playing the Air Force aviator and 
(fittingly) high-detail nylon/leather 
aviator jackets for both. Both 
figures are available now and you 
can find out more about them at | 3 | 
www.blueboxtoys.com 2 i OE 
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5/4//01 

This one's gonna be big. The sequel 

to 1999's Egyptian-themed 

adventure flick brings the original 

cast together, throws WWF wrestler 
The Rock into the mix as The | 
Scorpion King, and promises loads of | 


5/8//01 

It's pricey (at nearly STIO in most 
stores), but this 7-disc set is jam- 
packed with some of the best episodes 
ever in this now classic sci-fi series. 
The set includes 25 full episodes, a 
'making of' documentary, and other 


director of Halloween H20 and promises lots of action. 


AAA nnn‏ ت 


supplemental material. high-thrills action and effects. | 

^ erê nê, 2 s mp 2. Pearl Harbor 5/25/01 | 

2. Big Trouble in Little China: Special Edition 05/22/01 The team behind Top Gun and The Rock deliver this big budget love | 
3. Jaws 2 05/22/01 story set amongst the chaos of the 1941 attack on Pearl Harbor. | 
4. Superman: The Movie Special Edition 05/01/01 3. Shrek ++ 5/18/01 | 
5. The Emperor's New Groov CG animation takes another step forward in this potential gut-buster j 
P وهی‎ 01 featuring Mike Meyers (in the lead role) and Eddie Murphy. j 

6. City Clickers 05/08/01 | 
; 4. Curse Of The Jade Scorpion 5/101 1 

T. Throw Mamma from the Train 05/08/01 Love him or hate him, Woody Allen's movies always make us smile. 4 
8. Point Break 05/22/01 His latest is a comedic take on the classic jewel heist caper film. i 
9. AntiTrust: Special Edition 05/08/01 5. Texas Ranger 8۱01 | 
10. Star Gate SG-1: Special Edition 05/22/01 We like good westerns and this one has some potential. It's from the 1 
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Oh. My. Goodness. We finally got the 
playable demo of MGS2 in the office, 
and though we can get through it in 
under 10 minutes after some 
practice, we can't stop playing. This 
one's gonna be HUGE! 


After finally seeing the first footage 
of Yu Suzuki's next fighter (running 
on Naomi 2 hardware) we're more 
excited than ever. The environments 
and characters are mind-numbing 
and the free-movement 3D play 
looks innovative. 


_ ۰ Al/'s quiet on the FFX front, but we're 
. ۱۱ hoping to hear more on Square's first 

* A PS2 role-playing epic soon. The 

game's expected to be unveiled at 

“4 Tokyo Game Show, so expect more 

- info in our show report. 


EA 


Darn these delays! Even though we'll 
ve to wait a few more months, we 
still couldn't be more excited about 
Sony's first PS2 racer. If everything 
comes together, this could be THE 
game to have heading into summer. 


Like MGS 2, a playable demo of 
Capcom's big "action horror" title is 
expected soon and we can't wait to 
get more playtime in on it. We've 
seen some new movies, though, and 
this one's still looking great. 


The first one spooked our socks off, 
and this one looks even creepier. If 
the story can make the grade, 
Konami may have a huge title on its 
hands. This one's due around the 
PS2's first anniversary, and may 
make it as early as August. 


We didn't know what to expect out 
of Interplay's first D & D license RPG 
on PS2, but we had no idea it would 
rock this much. Based on what we've 
seen and played, action-RPG fans are 
in for a big treat some this fall. 


Eidos isn't letting much out on this 
one yet, but we simply can't wait to 
show it to you. It looks like a cartoon 
and has you herding different kinds 
of animals as its main play mechanic. 
Trust us, it's just too cool. Expect to La 
hear much more on it soon. ^ e. c 


Namco's razor-sharp looking 
platformer held us in rapt attention. 
The new cooperative two-player 
mode seems really cool and should 
make what promises to be a big 
game even better. 


This game simply looks awesome. In 
fact, even though it's early, it's hard 
to distinguish from real fighter 
footage. Namco hasn't let us get 
our hands on the controls yet, but 
it'll be at TGS and we'll have a full 
playtest report soon. 
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> CLASSIC We take our reviews very seriously. 
A rare gem; Our highest recommendation We spend hours upon hours play- 
> OUTSTANDING testing each title to give you the 
One of the better games this year. best information to help you buy. 
> VERY GOOD Games that score an 8, 9 or 10 
You can't go wrong — MUST-BUY earn a Bronze, Silver or Gold PSM 
۹ Must-Buy award. We don't hand 
7 b» GOOD A : 
A solid game them out easily, so if you see one on 
B » OKAY a review, a game box or advertis- 
Kind of fun, but no big deal ing, be sure to check that game out. 
5 < 50-50 Finally, when looking up past 
You've got to love the subject matter scores, keep in mind that older 
4 » LACKING WARNING games usually wouldn’t fare as well 


Big flaws really hurt this game 


> BAD 
Not fun at all 


> AWFUL 


This game is an insult 


> WHY? 
Why would anyone do this to us? 
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irst of all, forget everything that you 
think you know about mech games. You 
won't find any slow, clunky robots here. 
The difference is that Zone of the Enders wasn't 
designed as a robot sim, but as a living, breathing 
robot anime, with fast, fluid action. The result is 
simply amazing. Konami has proven developers' 
speculations that second generation software would 
offer drastic improvements over the initial batch. 

The first noticeable enhancement comes in the 
graphics department, actually setting a benchmark 
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that only Metal Gear Solid 2 and Gran Turismo 3 will 
probably surpass. With the environmental and 
character textures antialiased and detailed, it’s a 
wonder that everything runs in high res at a constant 
60 frames per second; only once, throughout the 
entire game, did | detect any slowdown. 

Despite the superficial accomplishments, 5 
most significant feat is its camera management and 
control. The camera is absolutely flawless, always 
providing an optimal perspective. In addition, Konami 
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onami's “Next Big Thing” lives up to the hype 


S O BUTTON 
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has given the action a very theatrical look. Fighting in 
vertical, horizontal, and angular lines at a fast pace 
elicits the impression that you're playing an intense 
episode of Gundam or Macross. 

Even with an ideal camera, though, these crazy 
fights would be unmanageable without great 
controls. Fortunately, they are intuitive and very fluid. 
Jetting behind an enemy to expose a weak point, 
dodging multiple attacks, and quickly operating the 
wide variety of weapons and defensive techniques 


ود سا 


e do 


feels so natural that you nearly forget you're interfac- 
ing with a game, via a very unnatural game pad. 

The gameplay itself is action based with RPG 
elements. As in an RPG, locations are selected from 
an overworld map. Upon arrival, you encounter a full 
3D environment full of squadrons of enemies. 
However, you won't have to fight until you confront 
one or more these groups, in which case, the action 
begins. Once you've destroyed the enemies, your 
mech will receive ammo, experience points, and 
possibly a passcode to unlock the next area. To 
add more strategy and variety to the combat, and 
elevate ZO.E. from a mere blast-a-thon, players 
must also minimize destruction to the environment 
and civilian deaths. 

Although many of ZO.E's strengths are 
unprecedented, it does suffer from a few faults. First, 
there are only four different types of enemies 
throughout the entire game, excluding the four 
bosses. Plus, the weapons, while numerous, lack the 
depth and variety of other mech titles. As a result, 
things can get a little repetitive. 

Also, the story is a bit of a sore spot. While the 
basic plot is interesting, there's just an insufficient 
amount of development. The beginning and end 
are elaborately told, accompanied by a 
significant amount of CG. However, in between, 
there’s hardly any narrative at all, which left us 
somewhat unsatisfied. 

Finally, while not really a flaw, the game's length 
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may disappoint those gamers who are expecting an 
RPG-like adventure. Don't make this mistake; Z.O.E. is 
an ACTION title. Compared to other games in the 
genre, Z.O.E. is quite adequate with eight to ten hours 
of gameplay, plus a few secrets. 


An up-close look at 
the game in action... 


E‏ و 


i Level 3, m fisher Raptors | 


can be extremely tough, 
| Since they possess close 
| range and long distance 


attacks. To minimize damage 
to the surroundings, fight 
| them in a melee situation. 


( Use your صصح‎ Yr close range attacks. You. 
| also possess guns for taking out enemies at a 

-| distance, however, the sword is the most 

1 powerful weapon in the game. 
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Overall though, Z.O.E's faults don't detract from the 
gameplay too much. If you've been on the lookout for 
a solid PS2 title, search no further — Z.0.E. is an expe- 


rience no gamer should miss. 


VERY GOOD 


_WWW.DAILYRADAR.COM > #45 MAY 2001 > 100% INDEPENDENT PLAYSTATION MAGAZINE [EY | 


Z.0.E. is a great game, with awesome X 1 
controls, and an interesting story. It does 
have a few minor problems, though. 


EOS ELT: 


7 


026 ٠٠. 


SELECT 8 


° REVIEWS 


p 


ere it is. Two months or two years too late, 
depending on your perspective, Konami has 
brought Dance Dance Revolution to America. It's been a 
multi-platinum hit in Japan since 1998, but only now, after 
years of waiting, has Konami realized that there are just as 
many dancing fools here in the States. Welcome to the 
party, guys. You're late, but we're glad you could make it. 

DDR blends the rhythm action of Bust-a-Groove with 
the physical action of the old NES Power Pad. You tap 
buttons in time to music, but with your feet instead of your 
fingers — the game uses a floor pad with four arrows, 
which correspond to arrows flowing up the screen. Tap on 
time to rack up points, tap out of step and it's game over. 
Strange? Maybe, but it's brutally addictive, and there are 
27 songs to sate your need for dance action, spanning a 
fistful of genres and nine difficulty levels. 

Of course, most agree that Konami royally botched the 
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NBA HOOPZ - 


e would try and make jokes by spelling words 
with a "z;' but we're just too tired. Playing 
sports games that don't reinvent or add to the formula 
they're based on is like flogging a dead horse. While the 
addition of one man per team for 3 vs. 3 play creates more 
passing options, and the inclusion of selected mini-games 
provides a diversion from repetitive "classic" gameplay, 
Hoopz fails to spark the revolution next-generation arcade 
basketball so desperately needs. 

There are a few things Hoopz does well. The framerate 
is smooth, and the crowd and rim animations are 
appeasing enough. You get to manage a Hoopz button 
(which results in flashier dribbling, trickier passes, alley 
oops and bigger dunks, etc.) and a turbo button for extra 
speed, and the instant replay option enables you to view 
your most extreme moves. Further, the fair mini-games — 
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WARRIORS OF MIGHT & MAGIC 


DO’s latest creation may offer plenty of action, 
a few slick-looking levels, and a huge list of 
items and power-ups. However, despite an apparently 
ambitious effort, Warriors of Might and Magic just does not 
implement any of these concepts very well. 

The camera, framerate, and controls emerge as the 
major factors degrading the entire product. Although the 
camera is completely adjustable, | often found myself 
facing a corner or wall when an enemy would surprise me 
with a club to the head. Also, in a heated battle with 
multiple foes, the framerate appeared to drop below 30 
fps, which makes altering the camera, and movement in 
general, jittery and imprecise. There is simply no excuse for 
a game which clearly doesn't push PS2's graphics power to 
run below 30 FPS. 

The control is made even worse with a very sloppy 
interface. There are three control configurations, and all of 


| YÎ 100% INDEPENDENT PLAYSTATION MAGAZINE 


DANCE. DANCE RE VOLUT ION 


e. ۳۳ | [# oF PLAYERS — i سل 5 ( لت‎ T "ES | [ESRB RATING اسب‎ 
SETE Û 2 1 DS 5 ` [Everyone liir 


American song list. Beginners object to the super-hard 
tunes: two Trip Machines, three Paranoias, and Afronova? 
The hardcore hate the easy-listening OD: three NMR tracks 
is three too many. Everyone is disgusted by the omission of 
Butterfly, the greatest of DDR favorites. 

The American interface rocks, though, especially the 
Workout Mode, which counts the calories you've danced 
away. Regardless of the song list problems, I'm glad the 
game is finally here, at a reasonable price: $60 for the 
game and pad. Pick this up and support the Bemani rev- 
olution. 4th Mix and Guitar Freaks are within our grasp... 


> David Smith 


FINAL SCORE L Jı 


& It's hard to dislike Dance Dane SE but we diy 
wish the assortment of songs was better. 


Konami dropped the ball with the — list. 
We'll have to wait for the next DDR. 
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2 Ball, 21, Around the World, and Practice — are bonuses 
you won't find in the PlayStation version. 

But in light of the sub-genre's lineage, the rim-shaking 
dunks, driving the length of the court, and passing indul- 
gently like the Harlem Globetrotters are old hat to most of 
us. In and of itself, Hoopz is not deplorable, but the innova- 
tive, "urban" spelling of the title cannot resurrect an essen- 
tially dead arcade hoops formula. Save your money and go 
get "extreme" on the six foot rim at the local elementary 
school and provide your own running commentary. 


> Tommy Layton 
PSM 


FINAL SCORE 


A Look a and familiar? m بر‎ even EES Shaq 
won't fake the funk on this nasty dunk. 


NBA Hoopz’ lack of true innovation suggests Midway is resting on 
the laurels of the formula and conventions of the now tiresome arcade 
basketball sub-genre. 
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them are seriously lacking intuition. A control scheme 
should aid players, and not put their fingers in a knot. 

Despite ۷۷۳۰۰ fatal flaws, which are too numerous to 
rant about, there are few aspects that | like. Enemies are 
numerous and various, so players will constantly have to 
consider the best method of dispatching them. Finally, the 
sheer number of weapons, spells, and items, slightly help 
the repetitive nature of the game. 

But these pluses really aren't redeeming enough to 
make Warriors of Might and Magic enjoyable enough to 
play. Be sure to pass this one up. 


PSM 


FINAL SCORE 


& The interface alone is so poor that beonlè will li surely t be 
turned off by this game. 


Þ> Tokoya 


There are a couple good ideas in Warlords Of Might And Magic, but the 


overall execution is too poor to make this game worth buying. In fact, don't 
even bother renting it. 
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ut of any dancing game on the market, 
I'd have to say Unison would be the 
trickiest to convert. Tecmo originally 
designed it to be a J-pop (Japanese pop music) 
dance concert simulator, with J-pop songs and a 
wickedly hard (but well-designed) learning curve. In 
converting it over to an American audience, Tecmo's 
made numerous compromises and changes to the 
point that it's no longer the same game. 

Like most dancing games, Unison is a "Simon 
Says" style game — you have to follow predeter- 
mined moves in order to complete a routine or finish 
a combo — but it's the first to use both analog 
sticks. Gameplay takes place in two phases: learning 
phase, where your lavender-clad choreographer 


» Um Jammer Lammy | 2 898 our ar iU 
y tet | : = | E ۱ 13 1 " 
KE 1 JU 1 111 Peas E ouf 6 0 mi 


7 out of ID 


3 t " ۹ 
لپ کسام‎ O پٹ سل ز‎ o o یسه‎ E نر ېسو د وي‎ 
at | ae + e Y و په کپ حا‎ ^¬n “2P2 ۱ wee afi? 
funky tı TES LO TLS CIdSSIL Javali€se-sty 

nê -— B‏ ^ 2 سپ bun w=‏ سے + سد سنہ 


` ENS 
` ¬ pU up ۴ و‎ rF Ay 4 

۰ 1 Em ê PO | i , | 
د ۰ په د« م۲‎ « : ICAP i *"Ac Af ‘gs ) 
JACMBUS, VISOR UUT d IUL UF UNIS 8168111٤ dilê d ICW umigs 


Tn Ty n pa —— | quieren‏ سه نس سے و حت ri‏ سیق سی من سی | پد کد 


DEVELOPER و‎ E ۱# OF PLAYERS | i 


—— — —À A a e ead 


OS 

y j 

I 8 1 
ê 
^ 


 —— ۷۹ 


ometimes changes aren't for the better 


takes you through the steps, and the performance 
phase, in which you and your two team members put 
on a show. 

Both versions have the same storyline, but the 
music and routines are very different. First, the 
soundtrack has been completely revamped — the 
catchy J-pop has been replaced with dance remixes 
of popular disco, hip-hop, and funk songs. It's not 
something to be worried about, since the replace- 
ments are pretty catchy, too. 

Unfortunately, the gameplay in the American 
version is significantly dumbed down, which screws 
royally with the learning curve. For example, YMCA, 
the tutorial song, has been retimed to make the 
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moves slower than its Japanese counterpart, which in 
turn makes learning the moves counter-intuitive, 
especially since the second song brings everything 
back up to speed. Also, the learning phase now 
presents the total choreography first rather than 
splitting it into parts, which makes even the tutorial 
song intimidating to pick up. Finally, the moves have 
been simplified to a mere four directions - you might 
as well be using two D-pads instead of analog sticks. 
While Tecmo USA did make it easier and more 
English-friendly, it’s made a quality adaptation. The 
new songs have new choreography, and the moves 
are hipper, funkier, and more booty-shaking than 
before. They’re more fun to play and watch. While 
they may still look like M2M, they dance like fly girls, 

and as far as I’m concerned, that’s all good. 
> Jeff Chen 


A great game over in Japan, Unison has been hurt a bit by its US conversion. 
The music is still catchy, but the dumbing down of the gameplay certainly 
stings a bit. You shouldn’t have a problem cutting a rug, though. 
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t's always unfortunate when a title that 
comes out months after a console's 
debut doesn't quite live up to the 


quality of the games that are already available. 
Unfortunately, this is the situation that befalls 4x4 
Evolution. Despite its somewhat superior graphics, 
the game just doesn't quite cut it when compared to 
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G.0.D’s racer gets stuck in the mud - 


Rockstar's Smuggler's Run. It's not that this game is 
bad, it's just that contains virtually zero innovation or 
creative originality. Everything you see has been done 
before and often better. 

There are aspects of this game that | did truly 
enjoy however. The variety of vehicles is impressive, 
covering every major truck and SUV one can think of. 
And they all handle quite differently too so it’s going 
to take you a bit of time to really find one that suits 
your driving style. Also, the ability to purchase 
upgrades, such as tires and shocks, really makes 
quite a difference here. There are a lot of games out 
there where upgrades seem to be just more of a 
visual feature than a handling one. That’s not the 
case with EVO. Every thing you add on to your car 
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makes a big difference and you'll notice it right away. 
For example, get bigger tires and you'll overcome 
obstacles much more easily. However, the negative is 
that your truck will weigh more increasing your 
acceleration time and possibly lowering your overall 
top speed. It’s this pluses and negatives sort of 
approach that really gives this game a good amount 
of depth. Lastly, | really liked the fact that you could 
drive pretty much anywhere you wanted and find 
your own shortcuts. 

Unfortunately, even with these positives, there 
simply isn't enough here to really push 4x4 Evolution 
ahead of the pack. There aren't really very many 
modes, the graphics look average (at best) and the 
track designs will probably put most of you to 
sleep. Unless you're an amazingly hard-core off-road 
fan, you'll probably just want to leave this game 
by the road side. More promising titles, such 
as Infogrames' Test Drive Off-Road Wide Open are just 
around that next turn. 

» Stephen Frost 
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Despite its positives, 4x4 Evolution lacks innovation and any sort of real 
unique edge. Most off-road racers will probably just want to stick with 
Smuggler’s Run instead. 
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F1 RACING CHAMPIONSHIP 


he PS2's second F1 racing simulation comes 
from the pairing of Ubi Soft and Japan's Video 
System and, when compared to EAS first effort in the genre 
for Sony's new system, it comes up lacking in almost every 
category. That's not to say it isn't a playable or decent racer 
— It just really isn't anything special, especially when you 
consider the system it's running on. 

F1 Racing Championship bests EAs F1 Championship 
Season 2000 when it comes to speed; the game runs at a 
nice smooth 60fps (versus ۴1 CS2k's mostly 30fps), which 
really makes you feel like a part of the frantic racing action. 
There are also some nice visual touches, such as heat 
Waves as you approach cars from behind, and good track 
side detail. Strangely though, effects such as dirt, grass, and 
paint sticking to tires (which were possible on PSone) aren't 
used. There's also the matter of lots of polygonal seams on 
the course, which can be quite distracting at times. 


METAL SLUG X 


getec’s second release in the shooter genre 
fairs a bit better than Strikers 1945. Although 
it also suffers from a few faults, Metal Slug X will provide 
any gamer with a few hours of enjoyable challenge. 

Done in the style of Contra, MSX pits four special forces 
operatives against an entire army of terrorists and blood- 
thirsty aliens. Along the way, players will receive an array of 
special weapons, including flamethrowers, shotguns, 
machineguns, and tanks. 

Gameplay variety also penetrates MSX’s level design. 
You'll ride on camels in the desert, disintegrate mummies 
in bat-infested tombs, bomb ships with a fighter plane, and 
battle on top of a moving train. The humor that accompa- 
nies each level is enough to keep you hooked until the end. 

But despite its personality and fun, MSX is lacking in 
few key areas. First, and foremost, although there's enough 
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raditional spaceship-type shooters were, 
T unfortunately, one of the genres lost in the 
transition from 16- to 32-bit gaming. Only a handful of 
notable shooters appeared that truly innovated the genre, 
such as Panzer Dragoon and Star Fox 64. Although Strikers 
1945 brings nothing new to the table (it's actually a classic 
arcade game), it does act as a refreshing reminder of 
gaming lost. 

Anyone gaming before the PS days will quickly become 
acclimated to the interface; dodge insane amounts of 
enemy fire, while collecting various power-ups and items. 
Each of the six types of planes offers two different 
weapons, and a unique super move for those desperate 
situations. The hordes of enemies and huge bosses keep 
things intense and fairly interesting. 

However, the action often becomes a little too intense. 
On many occasions, the screen is so full of enemies and 
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The car handling is solid, and the opponent Al puts up 
a good challenge. Present here, but lacking from EAs title, 
Is a driving school mode. Unfortunately, you have to 
complete all of its lessons in order to race the 2000 F1 
season. The game also lacks a lot of the realism and race 
settings found in EAS highly tweakable title, which is sure to 
lose it some more points with F1 purists. 

While EAs game was far from perfect, it's still 
more likely to please the dedicated F1 enthusiast. This is 
definitely the faster game, but it's still a good half-lap 
behind in all other respects. 


او زو du‏ 


A It’s certainly fast and not half-bad looking, but Ubi Soft's 
F1 racer doesn't really hold up to EA's effort. 


> Randy Nelson 
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vn from a couple of nice visual effects, there’s really nothing that 
stunning about this racer. EA’s F1 title doesn’t move as fast, but it’s a much 


better (and deeper) game overall. 
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variety and challenge to warrant replaying it a few times, 
you'll finish MSX in a couple hours. Also, certain stages and 
bosses are ridiculously cheap, causing unbearable frustra- 
tion. Perhaps because of this fault, SNK thought it prudent 
to provide players with unlimited continues. However, | 
would prefer to see a game more balanced and manage- 
able that was meant to be finished with five continues. 

Despite these weaknesses, MSX is a solid action game 
overall, even if it only lasts for a few hours. Buy it if you love 
SNK or old-school action games. 
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A Blasting tons of enemies has never heen so challenging, 


> Tokoya or so humorous! They'll die laughing! 


GOOD 
For the most part, ۱ enjoyed Metal Slug X. Its faults bothered me a bit, but 
they were never so bad that ۱ had to stop playing. If you can't justify 
spending the money for a couple hours of gameplay, definitely rent it. 
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bullets that it just isn’t humanly possible to survive, even 
on Normal difficulty. This incessant dying leads me to 
my next complaint. 

One-hit deaths simply annoy me. In many shooters, 
your ship slowly loses power-ups as it takes damage. Once 
youre out of power-ups, then you die — a simple solution 
to an extremely frustrating problem. 

Strikers1945 probably won't appeal to most gamers, but 
any hardcore shooter fan, or gamer who wants a 
retrospective look into a once flourishing genre, should 
try out this one. 
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A Strikers 1945 i: is quite toleh, but very tvaical o of games 
from the 16-bit school of 2D shooters 


> Tokoya 
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16-bit era. Unfortunately, while it offers some enjoyable elements of the 
genre, it also includes a few of the bad ones. 
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More like rally racing 


hile it's taken a while for the game to 

show up on store shelves (we saw it first 

over a year ago), Vanishing Point has 
ended up as a very decent title. lt won't wow people 
with its visual excellence or innovation, but it provides 
a fun racing experience with just enough depth and 
unlockable bonuses to keep you interested. 
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than anything else 


You won't see the same arsenal of cars as you would 
in Gran Turismo, but VP does provide a good quality 
and variety of vehicles, ranging from a Toyota Supra 
to the fan-favorite Audi TT. While there are handling 
differences between all of the cars, it seems 
somewhat minor. You can pretty much play the truck 
just as you would the sports car. Sure, maybe the 
truck doesn’t corner exactly the same and doesn’t 
quite accelerate as quickly, but for a majority of the 
time you're racing, they feel pretty much the same. 
The developers of VP decided to take a different 
approach than most “street-car” games in this genre 
have, basing in more on rally racing than anything 
else. You're racing against the clock rather than 
specific opponents. There are other vehicles on the 
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road, but they act more as minor obstacles as well as 
visual markers. There really isn't any high quality Al 
associated with them or anything like that. That's a 
bit of a disappointment, because you'll never really 
have those situations where the lead car and you are 
neck and neck, with the finish line closing in fast. 
Rather, you'll just see the clock ticking down. 

Now, while VP's racing experience is still 
enjoyable, it's true shining point comes in the form of 
a Stunt Driver mode. And just like you'd think, this 
mode allows you to let loose with pure reckless 
abandon. From criss-cross jumps to pure speed drills, 
your skills at the wheel are truly put to the test. 
Depending on factors such as time and driving ability, 
you are awarded points which allow you to move on 
to the next challenge. 

If it weren't for the addition of this mode, we 
probably wouldn’t have rated VP as highly. However, 
as a package deal, this game has just enough fun and 
challenge to warrant the purchase. 

» Stephen Frost 
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Not the most visually impressive game ever, Vanishing Point still contains 
enough enjoyment and depth to please racing fans. The Stunt Driver mode 
really adds a lot to the mix. 
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HIGH HEAT MLB 2002 


ast year's High Heat Baseball was such a big dis- 
L appointment among baseball fans primarily 
because it offered up graphics that were about a decade 
behind its competition from EA and 989. It seemed like a 
quick and crappy port of 3DO's award-winning PC version, 
which it pretty much was. 

However, this year's High Heat Major League Baseball 
2002 is definitely something that's worth taking a look at. 
Even though the games visuals are still below that of its 
competition, it's a substantial improvement over what we 
were given last year. 

If you're able to look past the graphical shortcomings, 
you'll find that this is solid baseball simulation. The game is 
crammed with every feature imaginable and just about 
everything in it, from running speed, to fastball speed, and 
to the frequency of errors, can be fine tuned so that the 
game plays exactly like you want it. 


The batting and pitching interfaces seem a bit clunky and 
sluggish when compared to EA Sports’ title, but High Heat 
offers up a more realistic game of baseball. You won't find 
another game where you'll see a better variety of hits off 
the bat or face teams that use real baseball strategy. 

Astute players will also notice that opposing batters will 
take pitches and work the count, while the pitchers will 
often throw junk when they get ahead in the count. High 
Heat 2002 might not have the smooth gameplay or slick 
graphics of its counterparts, but it's probably the best pure 
simulation that you'll find on PlayStation. 
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7 Despite ii its TATE High Heat still سز‎ a solid 
experience on PSone. 


While the graphics still look a little bit clunky (and they have been 
improved over last year's effort), the rest of this title is a solid baseball 
experience. It's probably the best pure sim on the PlayStation. 
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NBA SHOOT OUT 2001 


o say that 989 Sports” reputation has taken a 
hit with its first batch of software titles for 
PlayStation 2 would be a bit of an understatement. The 
company's next-generation woes began with the disastrous 
NFL GameDay and things didn't get much better with the 
subsequent releases of its college sports titles, or its hockey 
game. And while NBA ShootOut 2007 is probably the most 
polished of the bunch, it's still a second-rate title when 
compared to the competition on the system. 

The gameplay isn't terrible, but it doesn't really offer up 
realistic or balanced gameplay. Scoring is a bit too easy and 
the general frequency of fast-break dunks and slams is too 
high. The Al is a bit unsteady, with computer-controlled 
players running around haphazardly and doing dim-witted 
things like passing up open shots or lanes to the hoop. 

While the game does sport some excellent dunk and 
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special move animation, has a solid 60 frames per second 
framerate, and possesses excellent court details, it also has 
some annoying visual flaws. The players all run around with 
their backs slumped over and their heads looking down. 
Many of the transition animations are jerky and unrealistic. 

The game does get high marks for delightful play-by- 
play that generally stays in tune with what's happening on 
the court, but this is really the only area where ShootOut is 
equal to its competition. It's 989 Sports' best game to date, 
but that's not good enough. 
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TRIPLE PLAY BASEBALL 


n what could be its last sim on the PlayStation, 
EA Sports has delivered its best baseball game 
to date in Triple Play Baseball. As with just about all EA 
Sports titles, the game is jam packed with all of the 
gameplay features and customizable options that a fan of 
sports simulations would want in a videogame. 

comes packed with every gameplay mode, plus the‏ ]ا 
Big League Challenge, which is essentially a beefed up‏ 
home run derby, and Season Mode Points Play that allows‏ 
the player to earn points during games to unlock secrets‏ 
like cheats, power-ups or enhancements to players.‏ 

Even though this stuff will appeal more to the arcade 
fan than those looking for a pure simulation of the sport, 
players aren't forced into using them and the game does 
play well as a straightforward baseball sim. The batting and 
pitching interfaces are basically the same as what previous 
efforts from EA Sports have offered, but get the job done. 


Conversely, Triple Play does have some flaws that are worth 
mentioning. The roster management only allows trades for 
the same number of players and teams don’t have the 
option of having a four-man rotation. You won't notice 
opposing batters working the count or taking pitches, nor 
will you see any real baseball strategy implemented by the 
CPU managers. 

This is a splendid baseball game with visuals that are 
on par with last year's game. All in all, Triple Play Baseball 
is a solid game of hardball and is one of the best 
on PlayStation. 
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A Despite i its lacicluster PS2 ات‎ < 989 Studios looks 
to be coming back again... slowly 


Sadly, it appears that the 989 Sports curse is still in effect. While the 
gameplay isn't terrible and there are some nice visuals, the game just isn't 
good enough to hang with other PS2 sports titles. 
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arcade fans to enjoy. 


With lots of different modes of play and plenty of customizable options, 
Triple Play Baseball will appeal not only to the baseball sim fan, but to the 
arcade player as well. This is one of the best on PlayStation. 
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- Official Dreamcast Magazine 


"... IT MAY BE THE BEST REPRODUCTION OF TH 
FEEL OF MARATHON RACING EVER." 


- NextGen 


sanar TEST DRIVE LE MANS IS FLAT-OUT ONE OF THE B 
سټب‎ RACERS EVER FOR DREAMCAST -- 
GEES] OR ANY OTHER SYSTEM FOR THAT MATTER." 
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rmy Men: Toilet Mayhem, Backyard Orgy, 

Sarge's Gimps... | can't keep track of the 
abundance of Army Men games, and all of their subtleties. 
But one thing that most of them have in common is their 
lackluster gameplay, and World War - Final Front is no 
exception. Its most significant flaws include control, frame 
rate, and mission objectives. 

Maneuvering your army man is extremely imprecise. 
While you spend a large portion of time adjusting the 
camera to obtain a safe and optimal position, you'll cheaply 
take damage from enemy fire. Even when you manage to 
start returning fire, you'll notice that those seemingly nifty 
crosshairs don’t provide an accurate line of fire. 

The main reason for this problem seems to be the low 
frame rate and jittery camera. Since the game appears to 
move at minus 15 FPS at times, with all sorts of camera 
shimmering and clipping glitches, trying to perform any 


1 ucky for us Guncon owners, Namco continues 
to support the peripheral with at least a slow 
trickle of titles. You'll even get a chance to try out the latest 
Time Crisis soon. Right now, however, we get the pleasure of 
enjoying the second sequel in the extremely fun Point 
Blank series. 

Point Blank 3 plays almost exactly like its two older 
brothers, but there are a few minor differences. The main 
portion still has you shooting your way through a large 
selection of mini-games, most of which are well-designed 
and highly challenging. Other modes include Endurance, 
which sees how long you can last with three hearts in your 
life bar and Party, which lets you take on three other 
gamers. 

You lightgun experts out there will be happy to know 
that the difficulty settings of Point Blank 3 have been 
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he golfing scene has finally landed on the 

PlayStation 2 fairway, thanks to Tiger Woods 
PGA Tour 2007, the first real golfing title available on Sony's 
128-bit console. 

Now that the series is on PS2, we're starting to see a 
major improvement in the graphics department, which 
actually go a long way in helping you play a better game of 
golf. You can now easily tell the lay of a particular area just 
by zooming in and looking at it. Also, even the slightest ele- 
vational changes in the courses can be easily spotted and 
adjusted for, just like in real life. 

What this sequel does well is walk the fence between 
being a simulation and an arcade-style game. You have all 
the options that Pro golfers would want, such as the six 
different play modes, the ability to adjust draw, fade and 
spin, along with an improved ball lie indicator and wind 
meter However, the simplistic swinging interface and 
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type of action can be a real hassle. 

Finally, the dull and uninspired mission objectives only 
make matters even worse. Although using tanks and 
machinegun-equipped motorcycles is a nice attempt at 
adding variety, the aforementioned hindrances make 
enjoying them nearly impossible. 

Although there are a few decent concepts, such as 
detailed tutorials, an interesting abundance of weapons and 
enemies, and some gameplay variety, World War's 
problems conflict with the overall experience too much, rel- 
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Need I say anymore than stay away from Army Men: World War - Final Front 
at all costs? Even if you love Army Men games, don't bother. You should wait 
for Army Hen: Hair Spray Flamethrower. Now there's a game! 
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further tweaked. The last game was a bit easy in most 
regards. Now, it takes a good amount of practice to get past 
the Advanced and Insane stages. 

Considering the lightgun genre isn’t quite bursting at 
the seams right now, Point Blank 3 is certainly a welcome 
addition. It’s got enough mini-games and modes to keep 
you interested for quite a while. The music is also catchy, 
which is something that can’t be quite said of the second 
game. There's nothing really amazing that jumps out at you, ۳ ۱۳۳9" — 
but there's still plenty of fun to be had. RE om a 

> Stephen Frost ۹7780 ane. Zu... 


st two Point Blank : gam nes $ still 
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FINAL SCORE 


A good sequel that doesn’t quite bring anything that new to the table, but 


still manages to pack in a good amount of fun and replay value. Remember 
to squeeze the trigger... don’t jerk it... 
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intuitive controls really allow even the most casual of 
players to get into the game quickly. There's definitely 
something here for all golfers. 

There are a couple of areas that | felt could be improved 
upon, though. On the graphics side, there should have 
been a greater consistency. One area in a course will look 
amazing, while the trees and foliage in another look quite 
poor and aren't animated at all. Also, why aren't there more 
courses? Three really aren't enough. 

This is still a very solid golf title and does a lot of things 
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2-71 


PGA 2007 is the first major step forward for golf titles, but it’s still lacking 
in a few key areas. The limited number of courses will probably hurt it more 
than anything else, though. 


FINAL SCORE 
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Don't buy a game until you check here first! 


CURRENT RELEASES 
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Apr-01 Bowling (PS) Sports Al Games | It's not a bowling fan's dream come true, but if you just want a quick game 
with friends, it’s actually pretty good. Just don’t expect a very accurate 
simulation or any familiar faces. 


44 Apr-01 Fear Effect 2: Retro Helix (PS) 8 Adventure | Eidos This is a great sequel. Although it suffers from some minor flaws, they don't 
hinder the overall experience 


44 Apr-01 Oni (PS2) 5 Action RockStar Oni isn't a terrible game, but its problems with the difficulty and level design 
detract from the overall experience. This is a game you'll either love or hate. 
You'll want to rent this one before buying it. 


44 | Apr-01 Racing (PS) 2 Racing Agetec This is one of the saddest PlayStation games that I've ever played. Don't 
| even bother with it for kicks. You should run screaming from this game. 


44 | Apr-01 Shadow Of Destiny (PS2) 8 Adventure | Konami With its novel premise and intuitive control, SOD is sure to please both 
novice and veteran gamers alike. 


44 | Apr-01 | Star Wars: Starfighter (PS2) 8 | Action | LucasArts | This is a gorgeous and thoroughly enjoyable game, hampered only by not 
| | lasting long enough or sinking into repetition 


A A GE A 
| | | . 5 al 8 D 8:2 P 
3 & D R > [hese are the games that you've GOT to get your hands on! 


core Genr 20016 اا‎ u (PS2) 07 


E O0 TSSA 52 | Snowboard/Race Electronic Arts - 00 c Club 52) Racing Rockstar 
EXNHCCIICITCNMMM NER ARN Capcom تک سس‎ - Tc CNN CETE 
E 00 | DOA2:; Hardcore (PS2) Fighting | Tecmo Ez 00 — Underground (PS) Ist Person Shooter — Arts 
KESE KEST بس‎ Square E CETTE EN 
| Feb-01 — Revolution (PS2) Platformer ! Ubi Soft 40 |Dec-00 | Summoner (PS2) c 

Dec-00 [Sev Yer of he Dagon (5) EN [Paton Sony 40 سب ست .تع س سا‎ MORE 
| Mar-01 E Offroad Fury (PS) 18 Racing | Sony CEA 39 7 00 Armored Core 2 اک‎ Action ABetec 


Cere Mase of Busido PS) 7سس‎ crave essen (P52) ETA 


| Mar-01 | Onimusha: Warlords (PS2) l Action | Capcom 39 کت‎ Madden NFL 2001 (PS2) 9 Sports | Electronic Arts 


Con McRae Raly 20(05) 18 TRaemg [Codema NASCAR 2001 (PS) KE Electronic Arts 


| Jan-01 | Moto Racer World Tour (PS) | 8 Racing Infogrames Nov-00 Tekken Tag Tournament (PS2) | 8 | Fighting | Namco 
Dec-00 FIFA 2001 (PS) 8 Sports/Soccer EA Sports Nov-00 Tony Hawk 2 (PS) Si Skateboarding Activision 
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Mar-01 
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Mar-01 
Mar-01 
Mar-01 
Mar-01 
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Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Feb-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
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Jan-01 
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Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
Jan-01 
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Jan-01 
Dec-00 
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Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
Dec-00 
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Adv. of Cookie 8: Cream (PS) 
Aqua Aqua (PS2) 

ATV Offroad Fury (PS) 

The Bouncer (PS2) 

Donald Duck: Quackers (PS) 
F1 2000 (PS) 

Kengo: Master of Bushido (PS) 
Knockout Kings 2001 (PS2) 
NBA Live 2001 (PS) 

NCAA Final Four 2001 
Theme Park Coaster (PS2) 
WDL (PS2) 

Onimusha: Warlords (PS2) 


Acclaim Sports' HBO Boxing (PS) 


Blade (PS) 

Championship Surfer (PS) 
Driving Emotion Type-S (PS2) 
Ducati World (PS) 

King of Fighters ‘99 (PS) 
Lunar 2: Eternal Blue (PS) 


NCAA GameBreaker 2001 (PS2) 
Persona 2: Eternal Punishment (PS) 
Power Spike Pro Beach Volleyball 


Rayman Revolution (PS2) 
RC Revenge Pro (PS2) 

Real Pool (PS2) 

Star Wars: Demolition (PS2) 
Super Bust-A-Move (PS2) 
Army Men: Air Attack 2 (PS) 


Army Men: Sarge's Heroes 2 (PS) 


Breath of Fire IV (PS) 
Colin McRae Rally 2.0 (PS) 
Cool Boarders 2001 (PS) 
Driver 2 (PS) 


ESPN X Games Snowboarding (PS2) 


Gundam Battle Assault (PS) 


Harvest Moon: Back to Nature (PS) 


Moto Racer World Tour (PS) 
MTV Pure Ride (PS) 
NASCAR 2001 (PS2) 

NBA Live 2001 (PS) 

NBA Shootout 2001 (PS) 
Ready 2 Rumble 2 (PS2) 
Silent Scope (PS2) 

Silpheed (PS2) 

Sky Odyssey (PS2) 

Surfing H30 (PS2) 

Tomb Raider: Chronicles (PS) 
Top Gear Dare Devil (PS2) 
Torneko: The Last Hope (PS) 


Ultimate Fighting Championship (PS) 


Crash Bash (PS) 
DOA2: Hardcore (PS2) 
Fantavision (PS2) 


ESPN Int'l Track and Field (PS2) 


FIFA 2001 (PS) 

FIFA 2001 (PS2) 

Final Fantasy IX (PS) 
Gameday 2001 (PS2) 
Gradius ۱۱۱ & IV (PS2) 
Gungriffon Blaze (PS2) 
Knockout Kings 2001 (PS) 
Midnight Club (PS2) 

Mike Tyson Boxing (PS) 

MOH: Underground (PS) 
Moto GP (PS2) 

NHL 2001 (PS) 

NHL 2001 (PS2) 

Orphen: Scion of Sorcery (PS2) 
Ray Crisis (PS) 

Spyro: Year of the Dragon (PS) 
Summoner (PS2) 

The World is Not Enough (PS) 
Timesplitters (PS2) 

Unreal Tournament (PS2) 
WCW Backstage Assault (PS) 


Score | Genre 


> 
j 
8 
4 
6 
7 
8 
7 
7 
5 
8 
4 
8 
5 
4 
8 
4 
5 
8 
8 
3 
7 
5 
9 
5 
7 
5 
8 
5 
5 
9 
8 
4 
6 
7 
4 
7 
8 
6 
4 
7 
4 
6 
7 
6 
7 
6 
7 
6 
1 
2 
6 
9 
6 
7 
8 
8 
9 
2 
5 
7 
5 
8 
8 
8 
6 
7 
6 
5 
5 
9 
8 
6 
7 
8 
6 


Action 

Puzzle 

Racing 
Fighting 
Platform 
Racing 
Fighting 
Boxing 

Sports 

Sports 

Sim 

Action 

Action 

Boxing 
Action 
Surfing 
Racing 
Racing 
Fighting 

RPG 

Football 

RPG 

Sports 
Platformer 
Racing 
Billiards 

Car Combat 
Puzzle 

Action 

Action 

RPG 

Racing 
Snowboarding 
Racing/Action 
Snowboarding 
Fighting 
Simulation 
Racing 
Snowboarding 
Racing 

Sports 

Sports 

Boxing 
Shooter 
Shooter 
Flying 

Surfing 
Action/Adventure 
Racing 
Action/RPG 
Fighting 

Party Game 
Fighting 
Puzzle 

Sports 
Sports/Soccer 
Sports/Soccer 
RPG 
Sports/Football 
Shooter 
Action 
Sports/Boxing 
Racing 
Sports/Boxing 


1st Person Shooter 


Racing 

Sports/Ice Hockey 
Sports/Ice Hockey 
Action/Adventure 
Shooter 

Platform 

RPG 


First Person Shooter 
First Person Shooter 
First Person Shooter 


Wrestling 


Publisher 
Agetec 
3DO 

Sony CEA 
Square EA 
UbiSoft 

EA Sports 
Crave 

EA 

EA Sports 
Sony CEA 
EA 

3DO 
Capcom 
Acclaim 
Activision 
Mattel 
Square EA 
Acclaim 
Agetec 
Working 
989 Sports 
Atlus 
Infogrames 
Ubi Soft 
Acclaim 
Infogrames 
LucasArts 
Acclaim 
3DO 

3DO 
Capcom 
Codemasters 
Sony CEA 
Infogrames 
Konami 
Bandai 
Natsume 
Infogrames 
THQ 

EA Sports 
EA Sports 
Sony CEA 
Midway 
Konami 
Working Designs 
Activision 
Rockstar 

Eidos Interactive 
Kemco 

Enix 

Crave 

Sony CEA 
Tecmo 

Sony CEA 
Konami 

EA Sports 

EA Sports 
Square 

Sony CEA 
Konami 
Working Designs 
Electronic Arts 
Rockstar 
Codemasters 
Electronic Arts 
Namco 
Electronic Arts 
Electronic Arts 
Activision 

Taito 

Sony 

THQ 

Electronic Arts 
Eidos Interactive 
Infogrames 
Electronic Arts 


REVI EW BACKLOG NOTE: The reviews in issue 38 and earlier used a five-star scale 
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Jul-00 

Jul-00 

Jul-00 

Jun-00 
Jun-00 
Jun-00 
Jun-00 
Jun-00 
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Wild Wild Racing (PS2) 
WWF Smackdown! 2 (PS) 
Alien Resurrection (PS) 
Armored Core 2 (PS2) 
Bomberman Party Edition (PS) 
Destruction Derby Raw (PS) 
Dino Crisis 2 (PS) 

Dragon Valor (PS) 

Dynasty Warriors 2 (PS2) 
Eternal Ring (PS2) 
Evergrace (PS2) 

Incredible Crisis (PS) 
Kessen (PS2) 

Madden NFL 2001 (PS2) 
Mega Man Legends 2 (PS) 
NASCAR 2001 (PS) 

Polaris Snocross (PS) 

Ridge Racer V (PS2) 
Smuggler's Run (PS2) 


Sno-Cross Championship Racing (PS) 


SSX (PS2) 

Street Fighter EX3 (PS2) 
Swing Away Golf (PS2) 
Sydney 2000 (PS) 

Tekken Tag Tournament (PS2) 
Tony Hawk 2 (PS) 

X Squad (PS2) 
Bust-A-Groove 2 

Digimon World 

Iron Soldier 3 

Madden NFL 2001 

Parasite Eve 2 

Pro Pinball Big Race USA 
Spider-Man 

Star Trek: Invasion 

Tenchu 2 

Vampire Hunter D 

Ball Breakers 

Mortal Kombat Special Forces 
Ms. Pac-Man Maze Madness 
NCAA GameBreaker 2001 
NCAA Football 2001 

NFL GameDay 2001 
Rampage Through Time 
Valkyrie Profile 

X-Men Mutant Academy 
Armorines: Project S.W.A.R.M. 
Chrono Cross 

Grudge Warriors 

Koudelka 

Legend of Dragoon 

Legend of Mana 

Rayman 2 

Rhapsody 

RPG Maker 

Surf Riders 

Threads of Fate 

Vanguard Bandits 

Who Wants to Be a Millionaire? 
Countdown Vampires 

Covert Ops: Nuclear Dawn 
Gekido 

Grind Session 

Kurt Warner Arena Football 
Nightmare Creatures || 

Reel Fishing Il 

Spec Ops: Stealth Patrol 
Strider 1 & 2 

Test Drive Le Mans 

Wild Arms 2: Second Ignition 
Eagle One: Harrier Attack 
Family Game Pack 

MediEvil || 

Micro Maniacs 

MLB 2002 

Mr. Driller 
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Racing 
Wrestling 


First Person Shooter 


Action 

Action 
Action/Racing 
Action 

Action 
Strategy/Action 
Action/RPG 
RPG/Action 
Action/Puzzle 
Strategy 
Sports 
Action/Adventure 
Racing 

Racing 

Racing 
Racing/Action 


Snowmobile Racing 


Snowboard/Race 
Fighting 

Golf 

Sports 

Fighting 
Skateboarding 
Action 

Dancing 

Monster Breeding 
Action 

Football 
RPG/Action 
Pinball 

Action 

Space Shooter 
Action/Adventure 
Action/Adventure 
Action 
Action/Adventure 
Action/Puzzle 
Football 

Football 

Football 

Action 

RPG 

Fighting 


First Person Shooter 


RPG 

Action 
Action/Strategy 
RPG 

RPG 
Action/Platform 
RPG 

RPG 

Surfing 
RPG/Action 
Strategy/RPG 
Trivia 
Adventure 
Action/Adventure 
Fighting 
Skateboarding 
Football 
Action/Fighting 
Fishing 

Combat Sim 
Action 

Racing 
Adventure 

Air Combat 
Family Fun 
Action/Adventure 
Racing 
Sports/Baseball 
Puzzle/Action 
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Publisher 
Interplay 

THQ 

Fox Interactive 
Agetec 
Hudson 
Midway 
Capcom 
Namco 

Koei 

Agetec 
Agetec 

Titus 
Electronic Arts 
Electronic Arts 
Capcom 
Electronic Arts 
Vatical 

Namco 
Rockstar 
Crave 
Electronic Arts 
Capcom 
Electronic Arts 
Eidos Interactive 
Namco 
Activision 

EA Games 
Enix 

Bandai 
Eclipse Software 
Electronic Arts 
Square 
Empire Interactive 
Activision 
Activision 
Activision 
Jaleco 

Take Two 
Midway 
Namco 

989 Sports 
Electronic Arts 
989 Sports 
Midway 

Enix 

Activision 
Acclaim 
Square EA 
Take Two 
Infogrames 
Sony CEA 
Square EA 
Ubisoft 

Atlus 

Agetec 
Acclaim 
Square EA 
Working Designs 
Sony CEA 
Bandai 
Activision 
Interplay 

Sony CEA 
Midway 
Konami 
Natsume 

Take Two 
Capcom 
Infogrames 
Interplay 
Infogrames 
3DO 

Sony CEA 
Codemaster 
Sony 

Namco 
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COVER STORY 


A Virtua Fighter 4 will be Sega's biggest gun this year, and as these arcade screens show, should really push the PlayStation 2 hardware. The VF4 coin-op runs on Sega's new Naomi 2 


board, an update of the technology that made arcade-to-Dreamcast ports so easy in the past. Likewise, Sega says to expect a near perfect translation when the game comes home. 


SEGA making games for PlayStation 2? 


Believe it. The software giant reveals ils ۵ 
plans, dispels rumors and talks a VF4 


SEGAS ۵ 


PSM: Could you tell us, in your own words, why gamers 
should be excited about Sega’s titles on PS1 and PS2? 
PETER MOORE: Well, obviously, if you look back over 
the last 15 years, some of the most innovative con- 
tent that’s come out of the industry has been restrict- 
ed to people who bought Sega platforms. With that 


restriction now being lifted, we can bring 
some of that content — franchises like 
Crazy Taxi, Space Channel 5, the Virtua 
Fighter series, Sonic — all of that now 
becomes available to all gamers. From a 
financial perspective, Sega is making the 
right moves and we're delighted that we've 
been able to pretty much wrap up our 
relationship with Sony before getting to 
the nitty-gritty with Nintendo or nailing 
down an agreement with Microsoft. 


Here in the North American market, we 
have great relations with Sony. Our friend- 
ly competition of the past will probably 
continue for a little while, but | met with 
them last week and | think we've got a 
great plan in place to bring all of that con- 
tent to both of their platforms. 


PSM: There has been speculation that 
Sega will work more closely with Sony, 
Nintendo, or Microsoft. How might 
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PLAN REVEALED 


Sega work with the “Big Three” com- 
panies, besides just supplying games? 
PM: Well, | think that if you look back 
at what we achieved with Dreamcast, 
it's obviously been the harkening of the 
online console era. No other company 
has done that yet, and we're very eager 
to work with all three of our new friends 
to share what we've learned. 

One of the key things I’m asking the 
guys at all three companies is, what is 
your philosophy on network gaming? We 
believe in it. It’s been successful with us 
on Dreamcast, but over the long period, 
Dreamcast is going to ride off into the 
sunset and we need somebody to pick 
up the mantle for us, for what we believe 
is the future of gaming. So, that is the 
level of conversation that we're having 
on a global basis — not only the pure 
content conversations, but how do we > 


A Peter Moore (top) is 
President and COO of 
Sega of America, and 
Charles Bellfield (bot- 
tom) is Sega’s VP of 
Corporate Marketing. 
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< The smell of the sea air, a beautiful clear 
sky, trees blowing in the breeze — why 
would anyone want to fight? Anyways, 
check out the multiple light sources high- 
lighting Wolf’s chest. Sweet, huh? 


Surprise and perhaps, even more 
importantly, the adoption rate of 
people going online to play the 
game has been very, very strong. 

So | think that it’s not a leap 
of the imagination to believe that 
we can deliver on a PS2, for exam- 
ple. We already see that a third 
party’s going to deliver a modem. 
We can build our network capa- 
bilities into that, and we’ve proved 
over and over again that we can 
build games that are very playable 
in a narrowband environment. 


PSM: With you guys now in talks, 
hopefully Sony will get more 
on the ball with its online plan. 
PM: | hope so, and | think all three 
companies need to, quite frankly. 
We often dismiss Nintendo, but 
Nintendo's hardware is built for this. 
They have as equal an opportuni- 
ty as Microsoft and Sony to take 
advantage of this base, and to 
introduce it to a younger demo- 


“When we look al where rhe installed Dase 


going to be this holiday and going‏ کا 


take that content and build a 
community and a network around 
it? I’m hopeful that is going to be 
the formulation of some announce- 
ments in the next few months. 


PSM: We've lost a good portion 
of our life recently to Phantasy 
Star Online, so we know what 
you're after. We certainly hope 
to see more games like that. 

PM: Yeah. It's important that 
Sega's been the innovator, whether 
it's Seaman or Crazy Taxi, just push- 
ing the envelope in different areas. 
While they're not commercially suc- 
cessful sometimes, games like that 


certainly make sure that we don't 
get stale with our content. 

We will not change from that 
stance, and lm sure the platform 
holders will welcome that. Network 
gaming is something that's very 
near and dear to our hearts, and 
you've experienced it with PSO. | 
hope you were able to interact with 
people in Japan while you were 
playing it, because we think that 
building a global community 
through gaming is key. Now, is there 
a huge business model in place 
already? Probably not, but it's 
going to be the key to the future. 
ا‎ think that the platform holders 


who are able to grasp that idea 
have a key differentiator between 
their competition. We believe we 
can bring that expertise and help 
them. We're talking to all three 
companies and all are very open to 
the suggestions that we're bringing. 


PSM: In the future, can you 
imagine PlayStation 2 gamers 
connecting to SegaNet and play- 
ing against Dreamcast owners? 

PM: Most definitely — we said in 
our release that SegaNet becomes 
platform agnostic. We see Phantasy 
Star Online as a great example, 
where the sales have taken us by 


eraphic that's becoming more inter- 
net-savvy each and every day. 

So, it’s really the three of them 
that need to get focused on this 
and, as | say, all three in our con- 
versations have shown a great deal 
of interest. All three have left the 
option open, with the way they're 
building their hardware, to have full 
internet capability — | think they 
just need to figure out what they 
want to do. Sony in particular has 
made a lot of noise for a long time, 
but | think, to your point, have not 
really delivered a clear strategy that 
says “over the next 18 months 
this is what we're going to do, ۸ 
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A Aoi Umenokouji practices Aiki-Ju-Jutsu, which focuses on a lot of reversals. She was added in Virtua Fighter 3 (along with Takaarashi, the sumo wrestler), and looks better than ever 
running on Naomi 2. It doesn't hurt that the environment she's shown in is one of our favorites, a winter wonderland with snow that you'll actually push aside as you run around! 
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.. | We still can't believe it — Virtua Fighter 4 

. a PlayStation 2 exclusive? While we were 
still drooling over the first screens of the 
coin-op version, we erilled Sega's Peter 
| Moore and Charles Bellfield to blast — 
. | through the rumors and get the real facts 

` on this huge announcement. 


۱ PSM: Will Virtua Fighter 4 be a total ps2 a ` 


a or will it just appear there first? 


| | PM: Right now the only mie | for 607 


mo Û Fighter 4 is on PS2 -- and if | knew more | probably 


would tell you — but right now it's running on PS2 and 


that's it. It’s obviously gonna be an arcade game under 
the VEX license, but right now it's for PS2. 


PSM: How will the VFX brand be used? Everything 
that we've seen so far has been labeled Virtua 


Fighter 4... Can you clear this up? 


PM: Sure. The last time | saw the development of this, 


in Yu Suzuki's office in Tokyo, there were two trains of 


thought running. There's a VFX logo and a VF4 logo 


right now. Yu-san may determine that he doesn't want 
to split the brand equity, and go all VF4. Until | talk to 
. him again, which should be in a couple of weeks, | 
don't know where he's going with it. When he gets in 


development mode, it's a bunker mentality. He hun- 
kers down and doesn't see the light of day. 


As you saw, everything looks beautiful. The one thing 


| will tell you is that when we were in Yu-san's office and 


PSM: Was the decision to bring VF4 to PS2 made 
at the beginning of the coin-op's development 
cycle, or sometime later? 


CB: The development of the game for the coin-op and 


for the console has. always been done simultaneously. 


PSM: Is it the AM2 division and Suzuki-san working 
directly on the PlayStation 2 version? Or are they 


farming it out to... 
PM: No, no. He doesn't do any farming out. 


CB: Hes producing this title directly. 


- PSM: Has there been any talk from Suzuki-san or 
` others about how faithful we can expect the PS2 


version of VF4 to be to the coin-op? 


CB: | think the comparison to draw is Virtua Fighter 3 


in the arcade versus Virtua Fighter 3 on the 
Dreamcast. It’s an extremely faithful conversion. 

PM: | can’t think of a reason why not, but that may 
be beyond my technical expertise, which most things 


are. l'Il be sure to ask the question when | see Yu-san. 


PSM: When will we see the PS2 version of 7۶ 
PM: Before Thanksgiving. 


PSM: Do you mean that we will see VF4 on 
retailer's shelves before Thanksgiving...? 

CB: Let us just correct that. You will see it before 
Thanksgiving, not confirming whether it's here or in 
Japan at this point. Also, we have not announced 
the title for the retail version. 
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A Kage has always been one of the most pop- 
ular Virtua Fighter characters, and with this 
wicked new ninja getup, he's sure to remain a 
fan favorite. Just look at the detail! 


» step-by-step, to bring true online 
gaming to our consumer". 


PSM: Hopefully the console makers 
won't completely dismiss narrow- 
band, because for the next few 
years, that's still going to be the 
way that most people get online. 


forward, clearly PSe has gol the advantage 
over Xbox and Gamecube" 


Virtua Fighter 4, arguably 
Sega's biggest franchise, will be 
coming home on PlayStation 2 
as early as this Thanksgiving. 


. We said — because Virtua Fighter 3, | think, was a little - 


bit of a disappointment, particularly when you held up a 


game like Soul Calibur — but Yu Suzuki said "This will be 
| the greatest fighting game ever” He's not one to throw 
| that stuff around ۱۷ 


PSM: So, some 
lucky consumer 
somewhere in the 
world will have a 
finished copy in 
his hands by this 
Thanksgiving? 
CB: We believe so. 
You know what 
software schedules 
are like. 


PSM: When will‏ رت 
wê be able to get‏ --- دل ۶۰ 
our first glimpse‏ ۹ 
of the game run-‏ 
ning on an actual‏ 
PlayStation 2?‏ 

PM: | really don't 
know yet when 
that's going to 
happen. Again, the 
first opportunity 
for us to do any- 
thing is probably at 


the Tokyo Game Show at the end of March, and I'm 
sure that's too soon. We just don't want to put that 
| stuff out before it's absolutely ready to be shown. 


CB: Don't worry guys, we'll get it done and send a 


| capy over r to you nt as soon as we possibly can. 


PM: Absolutely. We did a lot of 
research with the figures, and broad- 
band adoption is being slowed even 
more now. There's technical difficul- 
ties, the ability for it to be available 
to so many people, particularly in 
rural communities — it just isn’t there 
yet to build a viable business model 
around. It’s tough enough with nar- 
rowband right now where every home 
has a telephone. We still believe — 
we've proved — that it's a very 
playable experience in the narrow- 
band environment. Even with sports, 
which are faster, more twitch-style 
games than a Phantasy Star Online. | 
think that one of these guys might 
break away from their broadband 
strategy and say “You know what? We 
could easily put a modem in this thing 
and Sega can provide the expertise 
and the backbone. Let's one-up our 
competitors and bring gaming into the 
narrowband arena right now, and fol- 
low up with a clearly articulated 
broadband strategy for the future” 


PSM: I certainly hope so. Moving 
on, are there any plans to develop 
a joint title with Sony? » 
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» PM: I'm sure that as we get fur- 
ther down the line, into what | call 
the rhythm of being a third-party 
developer and publisher, we'll have 
more time to look two years in 
advance and work together at the 
front-end with a Sony or a Microsoft 
or a Nintendo. There are some 


interesting things that we could do 
together, like the meshing of char- 
acters. Think of Sonic and Mario 
being brought together, with Yuji 
Naka and Shigeru Miyamoto work- 
ing together on a game — what a 
blockbuster that would be. 

So, | think that those opportu- 


nities are clearly there. I’m sure 
that those types of decisions right 
now are being discussed in Japan 
between Sony and Sega. With the 
innovative content that Sega can 
bring to a platform and the com- 
petitive nature of where the big 
three now need to be to differen- 


PSM: So then, as one console 
dominates at a particular time, it 
will influence your decision... 

PM: | think so. As much as you like 
a company, if they're a distant third 
you can't afford to focus your 
resources on them. lm not saying 
that's one company or another, but 


"We have a brilliant sel of developers 
and I’m sure they're going 


A With the massive power of the Naomi arcade board (and the PlayStation 2), Virtua 
Fighter 4 features an unprecedented amount of environment detail for a fighting game. 


> BRINGING BACK 


THE CLASSICS 


PSM: With the recent success of 
Phantasy Star’s revival, will we 
see the return of other classic 
sega franchises like Shinobi, 
Golden Axe, Streets of Rage or 
Outrun on PlayStation 2? 

PM: Well, we shipped our Smash 
Pack/Dreamcast bundle three 
weeks ago now, which features a 
number of those games in Genesis 
form running on an emulator. It's 
had huge success, taking even our- 
selves here by surprise. 

So, yes, the jewels that any con- 
tent company has is primarily driv- 
en by its back library, particularly as 
we look at hand-held and what we 
can bring to Gameboy Advance, 
and so forth. One of the things that 
we must find out from our end is 
what we can possibly bring to 
PSone, and that's something that 
we're looking into. 

CB: We haven't made any 
announcements about specific 
titles, but you will definitely see our 
back catalogs coming to new plat- 
forms in refreshed games. 


PSM: In updated versions? 


CB: Yeah. Oh yeah, sure. An exam- 
ple there is Phantasy Star. 


PSM: Any chance that you could 
give us some hints as to which 
saturn games will be brought 
over to PSone? 

PM: We're kind of delving through 
that right now. We might do some 
original stuff. We're a great believer 
in anything that’s got that big of an 
install base. So, we're actively 
researching that right now, both 
from a technical perspective as well 
as a marketing perspective of what 
content’s gonna work and what we 
can bring to that platform. 


PSM: Speaking on behalf of our 
readers, everyone wants to see a 
PS2 Panzer Dragoon game, or 
maybe Panzer Dragoon Saga 
brought to the PSone. That was 
an excellent title that, because it 
came out so close to the end of 
the Saturn, didn’t get the expo- 
sure that it deserved. 

PM: If | were a betting man, | 
would say that your readers will not 
be disappointed. 


tiate themselves, it’s not a stretch 
of the imagination to say that 
there’s going to be a lot of collab- 
orative efforts. Those things gen- 
erally take two, two-and-a-half, 
maybe even three years from insti- 
gation to delivery to retail if they’re 
going to be meaningful titles. 


PSM: As far as working with 
these companies, will Sega focus 
more on exclusive titles for each 
console, or games that it can put 
across multiple platforms? 

PM: We're not going to focus 
everything on exclusive titles — | 
don’t think that business model 
works. Clearly PS2 has a very com- 
petitive advantage versus its com- 
petition because it’s first to market. 
We also believe the PSone has a 
lot of life left in it, and we need to 
continue to explore how we can 
bring over content from our previ- 
ous platforms that are compatible 
with that generation of machines. 
| don’t think there’s a clear strate- 
gy to say we're only going to do 
exclusives or we're not going to do 
exclusives. | think it’s somewhere 
between the two — that’s pretty 
common as a third party. 


you've got to fish where the fish 
are. | do see a strong relationship 
building between Sony and Sega 
that certainly puts Sony in the dri- 
ver’s seat right now, because 
they’re finally catching up with the 
production of PS2. When we look 
at where the installed base is going 
to be this holiday and going for- 
ward, clearly PS2 has the advan- 
tage over Xbox and Gamecube. 


PSM: Can you say what amount 
of Sega’s efforts will be placed 
behind PSone and PlayStation 2 
versus the other consoles? 

PM: | guess the significant amount 
of effort is on Sony platforms for 
right now. One of the things that 
we're trying to work out is how we 
play on PSone. What can we bring 
to that? We can’t port down 
Dreamcast games very easily — if 
at all, in some instances. As for 
what we develop from the ground 
up, we're still — as many compa- 
nies are — working our way 
through the PS2 dev kits and fig- 
uring out what's applicable and 
what isn't. So, | think it's fair to 
say that in the short term, we real- 
ly need to catch up with our ۸ 


A Akira and Wolf square off on Jeffry's island. Just look at the muscle detail on Wolf! And 
Akira's no slouch either, with a gi that flaps and conforms to his every movement. 
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A Lau is perhaps the best example of the stunning amount of detail going into this game. Looking at the detail in his face, it's easy to see that the graphics techniques learned while 
making the realistic characters in Shenmue (Yu Suzuki's last big title before taking on VF4) have had a big influence. However, this game goes far beyond what was possible on Dreamcast. 


gel things oul of the P52 thal 
nobody would have creamec of” 


- Snow falls, flags wave in the wind, 
- clothes move realistically — details 
like these bring the game to life. 
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> third-party competitors. At this 
point we do have a disadvantage, 
in that the other guys have an 18 
month head-start on us. We've got 
more of a clean slate on Xbox and 
Gamecube. However, we recognize 
that that 18 month start also 
equates to larger installed base 
numbers and we need to chase 
after that as quickly as possible. 


PSM: Do you feel that Sega has 
the ability to be a deciding 
factor in the upcoming console 
wars, based on which titles it 
brings to which systems? 
PM: | look back at the launch of 
Dreamcast and a title like Sou/ 
Calibur. lt came from Namco and 
had a huge effect on the success 
of our launch, and it was exclusive 
to our platform. It was very integral 
to the great first weekend and the 
great Christmas that followed, and 
that game continues to sell for 
Dreamcast. Does a software pub- 
lisher have the potential to deter- 
mine whether a platform lives or 
dies? | don't know. It all depends 
on what level of content you can 
bring to the other platform. 

| think that Sega marshaling its 


, Nr m n 
M os e 5 j 
۱ B è 
= 5 € 
4 ar^ Ta 1 
wa . t» 1 اس‎ 
د ےی‎ : : 
0 ۰ ۲ 


x 


ù S. TM 


resources can have an incredible 
effect on the success of one plat- 
form — maybe not to the detri- 
ment of the others. If a platform 
is looking for that level of content, 
that's a huge advantage. So, the 
fundamental question is "Can we 
play king-maker?". | certainly think 


that it's a role that has potential for 
us, but right now there is no defin- 
itive plan to say "we're going to 
jump on this platform because we 
don't want that one to succeed" | 
think all three platforms recognize 
the power of what Sega brings and 
it's unlike any other line-up of con- 
tent that any other publisher has in 
the marketplace right now. 


PSM: While most people support 
Sega's new direction, some com- 
panies, like EA, have stated that 
they don't think it's a great idea. 
Do you think some third-party 
competitors are scared? 

PM: Let's focus on EA and the one 
common denominator that's made 
us both successful: sports. Our 
Sega Sports brand is a very pow- 
erful part of what made Dreamcast 
successful in the early going and 
kept it going in difficult times. 
Sports is a major part of Sega's 
overall revenue, particularly in the 
U.S. It's been many years since 
Sega and EA met on the same 


platform, where gamers could 
evenly compare their Madden fran- 
chise versus our NFL2k series. 

| don't think that EA are overly 
paranoid about Sega coming on, 
but there's been some animosity 
because EA chose not to support 
Dreamcast. We are relishing the 
opportunity, on a pure head-to- 
head basis, to take on their content 
versus ours. | think that's good for 
gamers, because it will drive us 
both to greater levels of quality in 
our content. So, what's behind EAS 
comments? | guess you'd have to 
ask EA. We're very confident of 
our position in the marketplace and 
what we can achieve. 


PSM: When will we start to see 
the Sega Sports line on PS2? 

PM: Not that we can announce, but 
| can tell you that we recognize 
the position that the PS2 is going 
to be playing in the market in the 
next 18 months. With that in mind, 
plans are already being finalized 
and resources being allocated » 


& It looks like Lau and Pai will continue their father/daughter feud in VF4. In the video footage shown at a recent arcade show in Japan, 
these two trade blocks and parries so fast that it would make Jackie Chan's head swirl. We can't wait to see how that action plays. 
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P» to titles for 2002. Clearly, 
PlayStation 2 plays into that, and 
when you put the importance of 
what the PS2 will be in the mar- 
ketplace with the importance of 
what Sega Sports will be to us, it’s 
easy to see how the two need to 
be linked very quickly. 


PSM: In the past, Sega has 
criticized Sony’s PS business... 
PM: We were only kidding! 
[laughter] 


PSM: Has your view of their 
business changed since, say, the 
launch of Dreamcast? 

PM: This industry has always had 
a rich history of marketing cam- 
paigns like “Ninten-don’t” or what- 
ever, and | think the gamers like 
that. They love to see the platform 
companies go at it. Even from out- 
side of the industry | looked at it 
and | always thought it was very 
healthy when people would com- 


petitively go at each other. | like it 
because it shows a belief in your 
product, where you feel strongly 
enough to call out the other guy 
in the advertising and take them 
on. | think it benefits the consumer 
because it makes everybody strive 
to prove the other guy wrong. 

As a company we have 
nurtured a brand over the years 
that has perhaps been the most 
irreverent of the big three, and 
when | came on to run marketing 
| wanted to keep that going. So 
while you've seen some pretty 
irreverent and maybe inflammato- 
ry comments in ads from us, it's 
all done in the spirit of competition. 

From our point of view, l've 
always maintained a good working 
relationship with people at Sony, 
and there's never been a deep- 
rooted animosity where everything 
got personal. Sony has, both in pri- 
vate and in public, expressed a 
great deal of admiration for our 


content and we express a great 
deal of admiration for what they've 
done with PlayStation and what 
they continue to do with PS2. | 
think we can benefit from each 
other very greatly. 


PSM: Was there ever a chance 
that Sega would be bought by 
Sony, Nintendo, or Microsoft? 

PM: No. Conversations about high- 
level collaborations are always 
being had, but buying a creative 
company is a difficult proposition. If 
a company’s employees are 
dragged kicking and screaming into 
something, or if the cultures clash, 
| think it's a very dangerous thing. 
It's one thing when two banks buy 
each other — then you get physi- 
cal things like customers and loca- 
tions and you can always replace 
the employees. But we're talking 
about creative communities, that's 
our core — that, and our brand 
equity. Our buildings and real estate 


don't mean anything. So | think that 
bringing two creative companies 
together that clash rather than 
compliment is a difficult thing. | 
don't think there was much chance 
of that happening at all, regard- 
less of what you may have read. 


PSM: While we're talking about 
rumors, | read somewhere that 
Charlie had said that Sega had 
59 titles scheduled for release by 
the end of fiscal year 2001... 
Charles Bellfield: That's 59 titles 
already in development across all 
platforms worldwide. 


PSM: Did you also say that 29 
of them were not on Dreamcast? 
CB: | did not say that. 

PM: | think he was misquoted. 


PSM: So there's no way yet of 
calculating just how many Sega 
games there will be for plat- 
forms other than Dreamcast? » 


"There's been some animosity because EA 
chose nol to support Dreamcast” 
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A Could we be any more stoked to get our 
hands on a copy of Virtua Fighter 4? 
Answer: no. With amazing graphics and 
new gameplay features such as full, free 
3D movement for every character, Sega 
will set the standard that all other next- 
generation fighting games must meet. 
We’ve also heard that the game will 
be more accessible to beginners, possibly 
by automating certain tasks (kind of like 
the auto-blocking in the Street Fighter). 
Advanced players shouldn’t worry, though 
— the game will still be plenty deep. 
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> PM: Well, yeah — not that we'd tell you 
[laughter]. With a lot of titles, we develop a 
lead version, and then as the game moves 
along we determine whether we port it across 
to other platforms. So, even if something is 
trucking along right now on Dreamcast, for 
example, there's nothing to say that it 
couldn't go elsewhere once it's further along 
in its development cycle. 


PSM: Sega has said that it will look at each 
game that it develops and evaluate which 
console would be the best fit for it -- that 
sounds like Sonic is a shoe-in for Gamecube. 
Is there any chance that we'll see Yuji Naka 
and his Sonic team doing PS2 games? 
PM: Remember, Naka-san did Phantasy Star 
Online. Phantasy Star Online 2 — should such 
a beast ever come out — where would that 
fit? Naka and Sonic are obviously intertwined, 
but he's bigger than just Sonic. So, the Sonic 
demographic — which isn't as young as some 
people think sometimes — might fit well for 
Gamecube, but he has other content within his 
teams, such as Phantasy Star, which may not 
fit as well with a Gamecube demographic. 


PSM: Do you think that Sega's teams will 
find specific consoles that they like to 
develop for more than the others, and then 
make games mostly for them? 

PM: | think you will find that certain teams will 
get a liking and a comfort level with a partic- 
ular piece of hardware, and that might dic- 
tate their content. But going forward it makes 
no sense to bring out something that's con- 
trary to a console's demographic. 


PSM: What about completely original titles? 
Can you predict when we might see the first 
totally new PlayStation 2 exclusive game, 
or even Xbox or Gamecube exclusive games, 
coming out from Sega? 

PM: | couldn't predict right now — I'll know 
a lot more when we go over to Japan in a cou- 
ple of weeks. We are under full development 
on all platforms and | think a lot of those deci- 
sions are on the cusp of being made right now. 
Those announcements may be as early as E3. 
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PSM: Cool. A lot of people are excited to 
see just what Sega can do with the PS2 
that's just completely new and original. 
PM: Yeah, I’m sure. lIl start poking around 
when | go over there and I’m sure ۲۱۱ find some 
real gems are underway. We have a brilliant 
set of developers and I'm sure they're going to 
get things out of the PlayStation 2 that nobody 
would have dreamed of. 


PSM: If you had to personally place money 
on the outcome of the next console war, 
who would you pick as the winner? 

PM: | don’t think I’m in the position... | don't 
think anybody’s in the position, because we're 
all having to place bets. Like any publisher, you 
have to spread your bets until you get better 
information on the field, and we're still gath- 
ering that information. We're doing it on a per- 
sonal level by visiting the platform-holders. It’s 
an interesting race because all three compa- 
nies have something different going for them, 
whether it’s a head-start with an install base, 
a rather large checkbook, or a track record 
of always doing things well. Our philosophy 
right now is to focus on all platforms and to 
start, as | say, getting in the rhythm of being 
a third-party developer and publisher and see- 
ing where the cards lie. 


PSM: What will your presence be like at the 
E3 show this May? Will you still focus most- 
ly on Dreamcast? Will you have games for 
other consoles to show? 

PM: It’s going to be down to the wire, it always 
is. We try to squeeze the development stu- 
dios to get playable demos to us, and that 
takes time. Our focus with Dreamcast is still 
extremely important to us. We've got a lot of 
great content coming out. We've got hard- 
ware that's moving very well. My hope is obvi- 
ously, that we'll be able to show demos run- 
ning on other platforms as well. 


PSM: Well, that's all of our questions for 
now — thanks so much for your time. We 
certainly wish you the best success in the 
future, and we hope that you'll give a lot 
of support to us PS2 and PSone owners! 
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pu Afterburner revolutionized 

.. flight combat. Today's hi- . 
end. graphics. could take the 
.. games full-throttle action ما‎ 
a a whole | new level. | 
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. the same way that 
Streets of Rage could be 

"i brought back to revolution- - 
. ize the action genre, so - 
ES could Golden Axe. 


a Panzer "09 

. The Saturn's only great 

` original series is primed for 
. a comeback. Sega's drop- 

- ping major hints that we'll 


COVER STORY لتا‎ 


» FORGOTTEN 
FRANCHISES 


Due to the successful resurrection of the — 
Phantasy Star series, Sega is taking a hard look 

at several more of its classic games to see what اآ‎ 
can be brought back. We've listed our top 
candidates below. None of these titles were ever 
updated for Dreamcast, and in most cases, 
didn't make an appearance on Saturn, either. - 


Out Run 

What could be better than 
racing a red Ferrari by the 
seaside on a sunny day, 


pb you? 


A lot of bike racing games 
have followed, but Hang- 
On, with its fun arcade- 
style controls, could come 
in and take over the genre. 


Shinobi ۳3۳3 1۶ 
This is one of Sega's most 
loved franchises ever — 
what happened? Fans will 
always love ass-kickin' 
ninja action. 


Streets of Rage 
This popular Genesis series 
could be brought back as 

- the next generation beat- 
'em-up that 7he Bouncer 
should is been. 


i Golden Axe 


see it again soon. 


PM: Yeah, we look forward to talking with you 
again, and having more of these chats as our rela- 
tionship with Sony develops and we have more 
announcements to make. As things become more 
concrete, we will certainly share them with you. We 
want to start building that bridge to PlayStation 
owners, and this is a great way of doing that. 
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After 20 hours with the demo, this 
game is all i's cracked up to 


e've sunk hours upon hours into 
playing the MGS2 demo, and you 
want to know the really scary part? 
We're don't plan on stopping anytime soon. 
This game is just that damn good. No matter 
how high your expectations are, rest assured 
that Konami's top gamesmaster, Hideo 
Kojima, and his team will meet them. 

If you watch all of the story scenes and 
aren't in a hurry, it will probably take you just 
under an hour to finish the entire demo your 
first time through. However, if you practice 
and take the most direct route to the boss, 
you can whip through in two minutes or even 
less. Don't let that worry you though, 
because there's plenty to see and do, 
enough to keep you playing this demo 
longer than you would many full games. 


The great thing about this game is that 
there's just so much that Snake can do. His 
many new moves, plus the fact that the ene- 
mies are much smarter than before, make 
for countless different scenarios. We've 
amassed a ton of classic "MGS2 stories”, 
memorable situations that we ended up in 
that are either hilarious or just plain cool. 
The basic gist of the demo is that, since 
the events of the last game (which took 
place two years ago), Revolver Ocelot has 
sold the plans for the previous Metal Gear to 
nations all over the globe, and a deadly new 
arms race has begun. Snake has been sent 
to sneak onto a ship and get info on a new 
type of Metal Gear that's supposed to be 
onboard. But when terrorists take over the 
ship, the crap hits the fan and away we go... 


۷ 


SARNA 
PAR suy 


INGA‏ : ا 
AIN SARA ETA DN WÊ RARA QNA‏ ; انان Ys zy ER REI NO‏ 


AURORA مرش‎ on POSADA ANA 12007 AIDA NR Ê ا‎ MR vt د‎ ntc سم سد‎ 


SRLS AER ERES TANIA REIR A ۰10007170076 0:0 7 ev A اک‎ AT ; : xf r e مت‎ ente 


LO y‏ سس مو مسا 8 EA SI CERA salak NRI NESARA CORO De o US ON vete‏ مد TACA MEAANA XIRANA: BELTRONES DETROIT DN NACEN WÎ ARA EA ARIN MERC OE‏ ھا کان 


NEES < اد ار‎ ES (AWAN NM 


“erî پچ تی اہ‎ 1 ۳٧ roan ` es T 0 ê 


21 
1 


Richtee Ýn 
aly 


80 


Welcome to the ۸1652 demo! This is the screen that comes up when you first load up the 
game. You can select “Previous Story” to read an 11-page synopsis of the previous game, 
or “Special” to see all of Snake's different moves being performed. 2-4 When Snake first 
appears, we're not sure it's him — that is, until he activates his stea 


aS 


wn 
22 


:-5 Once cloaked, Snake starts to run, then 
dives off the George Washington bridge in 
New York. Don’t worry, Snake’s got a nice 
bungee cable to slow his descent. 7 When 
Snake lands on the freighter below, his 
impact disables the stealth suit — bummer. 
Snake says that he hadn’t planned on rely- 
ing on it too much, anyway. 3 Snake takes 
a look around, slowly stands up, and the 
adventure begins. Nice cinematic intro, 
huh? 3 But what's this? Revolver Ocelot 
watches Snake from a nearby chopper, and 


I EE. ` seems to have been expecting him... 
Nu N : 


اہب ہے مہ wm me‏ سا 


This is Snake. 
- Do you read me, Otacon? 


Recognized, but still 
fringe, Otacon. 


Tee e 
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Wa cora 


-11 Once onboard the ship, Snake con- لح لټ يې‎ S dtd 
tacts his old buddy, Otacon, via his Codec. A ae 
It's been two years since the events that 09 
took place in the first Metal Gear Solid, and 
the two now work for an anti-Metal Gear 
group called “Philanthropy”, a fringe 
organization that's just barely recognized 
by the United Nations, but is still fringe. 
2 Like always, Snake starts his mission 
carrying a pack of cigarettes — he says that 
it’s a good luck charm. 13-15 Snake’s mis- 
sion is simply to get info on the U.S. 
Marine's new Metal Gear prototype that's 
on the tanker, but that all changes when 
Russian terrorists arrive and take control. 
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15 Once the initial story scenes are over, it's 
time to get sneaky! The deck is a good area 
. to get your feet wet, because there aren't 
many guards and there are plenty of places 
to hide. Here Snake shows off his new 
“look around the corner” move, which is as 
useful as it is cool looking. 17-8 You'll 
quickly learn that if knocked out guards are 
left lying around, they'll be discovered. So, 
why not just throw all of your fallen foes 
off the side of the ship? There are two 
gates where you can do just that. 19 All of 
the lights that you see can be shot out. 


20-2) There are plenty of items lying 
around on the deck of the ship, if you know 
where to look. A few rations never hurt, 
and hardcore fans of the series will be glad 
to see that a cardboard box can be picked 
up right off the bat. 22 One of Snake's 
coolest new moves is that he can hang from 
e— ND. 3ê BS Uu uuo د دب‎ pug co EN a almost anything, and even drop down on 
مسبت‎ Ss 0او‎ arê | o Os ez لگ سا‎ ee O unsuspecting guards below, knocking them 
هوی‎ x co QS وت وت‎  — —. . o SR CERT. 3 out. Snake can only hang for so long, until 
his “Grip” meter runs down. A basic strate- 
gy is to hang around until an enemy passes, 
then hop up and attack him from behind. 
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33 There are several watertight doors ۱ —— 
that lead to the inside of the ship, but p= — د‎ 
the difficulty level selected. You can ^" inan 
hold the triangle button to open the | 


: : ارد تس سیا‎ ٢ 
not all of them will open depending on ۱ 
۴ ARIAS SORE ER 
door slowly, or tap triangle to open it 


دو ڈ+ ۳ 
خسم نت 


fast. 24 With his back up against a cor- - x e " M e ید‎ i resi nen LARA epe Marne مد وی‎ IRA دا " | : | ضوع میا شیوشت‎ : SES a crois | 
ner you can press square to make Snake ^ ۸ " سمممم وو دخ — چس چس تسچ سکس‎ 
pop around for a quick shot. 25 On easy | 
difficulty, the cameras are stationary, | 
but on hard, they scan the room. 26-27 
There are plenty of places for creative | 
players to get the jump on the guards. 
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28-29 One of the last rooms in the demo is 
this supply room. You can get a wet card- 
board box outside, but you can only get a dry 
one from in here. Once you pick it up, you 
AE will trigger a guard who comes in — luckily, ۱ 
your box disguise fits right in with the other ; 
boxes. 30 If you don't feel like hiding in your 00 


box, just take the guy out. You can still aim 
your gun while you're lying down, so crawl 
underneath the supply rack and knock the 
guy out with a well-placed tranquilizer. 7 
After knocking out a bad guy, you can drag 
the snoozing lug anywhere, even up Stairs. 
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The Unofficial Truth" — ہے کے‎ 
Author: Nastasha Romanenko — 
Reviewed by George Franklin E Lac 
EAS opa i in the recent Amarican past Rave ٢ mHold Un . | 
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22 When Snake stands in dark spots like 
this one, it seems like he's harder to detect. 
In one room in the demo, shooting out a 
light bulb casts the whole room into dark- 
ness. 33 Lockers can be found in a couple 
of different places, and a few of them con- 
tain useful items. Here, Snake finds the : 
USP, the only gun in the demo that fires E mm 
real bullets. 24 Snake still gets to crawl ما‎ 
through airducts. 25-27 This trap is lethal. 
Shoot the fire extinguisher or light up a cig- 
arette to avoid the lasers, or it’s BOOM. 


22 When Snake reaches the galley, he finds 
a gruesome sight. 39 If you can stand being 
so close to dead folks, you'll find extra 
ammo hidden beneath each of the tables in 
this room. 40-47 When Snake finally reach- 
es the bridge, he learns the coordinates of 
where the terrorists are taking the Metal 
Gear. Then, he looks out to the deck and 
sees... 42-43 ...Olga, an intriguing mem- 
ber of the terrorist forces, and your first 
boss fight. It turns out that she's the 
daughter of the Russian colonel who seems 
to be in charge of things on deck. 
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44-45 Snake gets the drop on the mystery 
woman, and the following story sequence eus 
is one of the coolest scenes we've ever veas 
seen in a game. Get ready for some Matrix- x: 
style action! “6 Time for a boss fight! The 
action here is way cool — the only down- 
side is that you know you're about to finish 
the demo. Each of you are separated by a 
wall in the middle of the battlefield, so it's 
a pure gunfight. 47-43 During the battle, 
Olga will occasionally stop to talk, giving 
even more insight into her character. 
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49 Olga can be tough at first, since she's good at hiding behind cover. 50-51 There is a tarp 
that's getting blown around by the wind, and when she gets low on life, Olga will use it to 
hide behind. However, you can take away her advantage by blasting the tarp's hooks to let 
it fly away. 52 First-person aiming works okay, but third-person shooting is best here. 
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| | aj means the end of the demo, but you're 
| 53 treated to one last cool story scene. 55-57 
n | Snake looks up and realizes that he's being 

me pes watched by a hovering camera. Snake 
8ؿب" 1 > بعد‎ phon as A ieee Seems surprised, in that he recognizes the 
— d ۶ ۵ SVS: i MEC unit as something called "Cypher", but 

۱ t ھا سر‎ seems puzzled as to why it would be here. 
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— 32M you hide for too long, Olga will flush 
۱ you out with a grenade. 54 Beating Olga 


. As the camera pulls back, the demo comes 
| to a close (sob...). 58 You're graded on sev- 
eral different criteria, and given a “Clear 
Code”. Enter it at www.kcej.com to see 
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A Each character possesses many unique differences. Grim is quick, but he doesn't take 


damage very well. 
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TWISTED METAL BLACK 


The next level of car combat 


fat serial killer hiding 
behind clown make-up, an 
insane preacher excommu- 
nicating and executing the unholy, a 


psychotic Vietnam vet who craves 
human flesh, and 12 other creepy char- 
acters make up the cast of Sony's new 
Twisted Metal Black. Thematically and 


FIGHTING TECHNIQUES 


Learn your character's special techniques, as well as each weapon's 
advantages, to easily dispose of your enemies. 
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A Targeting will take skill to master. Also, jumping is a useful technique to avoid enemy fire. 
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atmospherically, TMB deviates far from 
its predecessors (an understatement, 
by the way), with much of the game 
containing adults-only material. 

This shouldn't imply that TMB 
simply relies on shock-value, although 
the priest's super attack, which hurtles 
condemned sinners attached to a 
bomb towards enemy vehicles, is a suc- 
cessful cheap thrill. The back stories 
that accompany each malicious cast 
member are well thought out and 
interesting, in a sadistic way. The 
rivalries built around certain characters 
provide further distinction and person- 
ality, as well as add more impetus for 
destroying opponents. 

The relationship between Sweet 
Tooth (our killer clown) and the insane 
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A There ar 
weapons offered. 


Preacher is especially interesting. Just 
before Sweet Tooth meets his death in 
the electric chair, Preacher curses him 
to live forever with an eternal fire 
burning his skull. At this point, Calypso, 


the TMB tournament coordinator, steps 
in: he persuades Sweet Tooth to join 
with promises of revenge by also con- 
vincing his nemesis, Preacher, to join. 

Besides fascinating — albeit 
grotesque — story lines, TMB offers 
tight gameplay, and many gameplay 
additions. In particular, there are a 
bundle of new weapons and combos to 
employ that actually require technique 
to use optimally. For example, certain 
weapons and power-ups can only be 
accessed by performing Street Fighter- 
type moves, which adds further depth 
to TMB's combat system and elevates it 
above other games in the genre. 

Other gameplay features include a 
total of 15 characters, 21 completely 
original stages (the ones | saw were 
well-designed, large, and very interac- 
tive), and new gameplay modes, such 
as an in-depth Story mode. 

None of these pleasant improve- 
ments would really matter without 
| OS precise controls, though. Fortunately, 
270۷105 ۱۱1۶ ۱۱۵5۲۲۷۰  TMB's controls feel comfortable and 


MULTIPLAYER CHALLENGE 


The multiplayer games are extremely fun to play. Even if four 
people are playing at once, Sony promises that gameplay quality 
won't degrade, meaning high res and 60 frames per second. 
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۱ A Playing against other human players offers the most ch 


Although you have a radar, on 
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O 


intuitive, but | did encounter a slight 
problem when trying to perform the 
SF-type moves. Although they're easy 
to learn and simple enough to execute, 
they require you to remove your 
thumb from the analog stick, which 
temporarily hinders mobility. Players 
can alternatively use the D-Pad for 
movement, but using analog is 
obviously more comfortable. Whether 
this will ultimately be a problem only 
time will tell. 

In the end, however, 7MB is already 
an awesome game, even in its 
incomplete stage. So, stay tuned 
for even more juicy gameplay and 
story elements. 


The elements that will surely attract the 
mainstream, and stand out most, are the 
adult themes found in TMB. 


“Besides fascinating - albeit grotesque - story lines, TMB offers 
light gameplay, and many gameplay additions“ 


many occasions you may get hit 
from the side, behind, or above. 
Attacks from above are espe- 
cially tough, since it’s hard to 
retaliate. 


«i : ۱ اب‎ : (Fine 
AY Devising the best way to kill is up to you, 
thanks to the fighting system and huge levels. 
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An up-close look at 
the game in action 


PSM BREAKDOW 


The radar screen reveals 
the locations of your enemies. 
Since the levels are much 
larger, this can be quite 
handy in finding targets. 


This can is one big 
explosive power-up. 
When launched, the 
landing point is 
marked by 
crosshairs. The 
closer to the center 
your enemy is, the 
more damage he 


Don't underes- 
timate the power 
of ramming your 
opponents. This 


is a great _ incurs. — 
technique when 
followed up with e ; ۱ 
another weapon. ک‎ 
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A Strangely, riding backwards plays an important part. Oh yeah, that's normal... 


asing a game heavily on the 
precedents that the Tony 
Hawk games set isn't 


necessarily a bad thing. Some will 
criticize Matt Hoffman for lacking origi- 
nality and a unique flavor of its own, but 
such pessimism still won’t detract from 
the game's fun factor. 


٢‏ مسا 


In the fashion of 7H2, Matt Hoffman 
puts players in a variety of arenas 
littered with various rails to grind and a 
multitude of insane ramps to jump. 
Obtaining certain items, such as tape 
and money, and meeting certain trick 
and point objectives are the focus of 
the gameplay. 
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MAT HOFFMAN 
HOMETOWN - OKLAHOMA CITY OK 

YEARS PRO 4 f 
RIDES -HOFFMAN BIKES ! 


HIONIC FEST PILOT AND F GI/NDER | 


D ME CHEE 


THE BIKERS, 
THE BIKES 


There are a large number of 
characters to choose from. 
Each one possesses his or her 
own unique look, strengths, 
and weaknesses. 
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Select Rader 


MIKE ESCAMILLA 
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MIKE ESCAMILEA 
HOMETOWN - WHITTIER. CA 


YEARS PRO -6 


MIKE ESCAMILLA AKA HOORTOF 

A FREQUENT 05 ROAD 
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Select Bike 


A Choose Matt Hoffman or another famous Pro BMX rider. Make sure that you also choose 


a suitable bike, since each rider has a specialty. 


To dissipate the stress caused by such 
intense action in career mode, 
Runecraft was sure to add a number of 
other subdued modes of play. Practice, 
Course Editor, and Single-Player 
modes will all make an appearance. 
Plus, all of the nifty two-player games 
we've come to love will be available. 


A Tear up the jumps to score huge points. 


MATT HOFFMAN PRO BMX 


It's just like Tony Hawk 2, but with bikes! 


These include H.O.R.S.E., Destruction 
Derby, and Graffiti. 

The interface mimics 7H2, which 
means that jumping, performing goofy 
tricks, and grinding are executed the 
same. Activision has made only one 
Slight modification: skateboards have 
been replaced with bikes. So instead of 
olleying, you'll be bunny hopping your 
way to victory. While this alteration only 
affects gameplay minimally, it’s actually 
quite refreshing after a long session of 
TH2, yet the similarities will keep fans 
glued to their controllers for hours. 

Although Pro BMX will introduce 
very little new to the videogame world, 
fans of the genre should be sure to 
watch for this one in May. 

> Tokoya 


the BUZZ 


With a huge number of real bike riders, 
real band music, and 7H2 gameplay, this 
should turn out to be a. blast. 
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A One of these kids is not like the other ones... that being Amber, the giant android. — 
Presenting your squad from the Urban Protection Agency. -ٌ 


his summer, Core Design, 
known largely for the Tomb 
Raider series, will take you 
on an adventure into the dilapidated 
bowels of a futuristic city that continu- 


Fra > 
MF 


squad plays a slightly more vicious 
version of "pickle" with a mutated sewer rat. 


ally grows skyward. Long in develop- 
ment for both PC and PS2, Project 
Eden is a quasi-survival horror game 
steeped in squad-based combat and 
puzzle solving. In addition to the ability 
to toggle between first- and third- 
person POVs, you and up to three 
friends can play via split-screen or four 
linked PS2s to control the entire squad 
in the story mode. 

As the story goes, four skilled 
members of the elite Urban Protection 
Agency must descend into the dark 
labyrinth of service channels and 
deserted foundations of the towering 
metropolis, where only criminals, 
degenerates, and the occasional 
ungodly beast roam. Previously, a team 
of technicians had gone to investigate 


PROJECT EDEN 


Take a journey to the center of the dearth 


malfunctioning factory equipment and 
disappeared. Through the UPAS inves- 
tigation, a potentially catastrophic con- 
spiracy involving the manipulation of 
DNA is uncovered from the subterfuge. 


و 


A WHOLE NEW WORLD 


Clearly, level design is crucial to the story, puzzle elements, and 
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PE promises to be much more than a 
frenetic shooter. Solving puzzles and 
resourcefully managing the skills of 
each squad member are also core 
gameplay elements. Players must also 
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environments with unique architecture. 
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keep a close eye on the group's energy PEN مس‎ A 
supply, which can be exchanged ul) — MEN GET IN THEIR HEADS 


between characters. Energy E — C A Project Eden affords you the opportunity to instantly switch to the 
defense and HP, powering weapons, د‎ Es eS first- or third-person view of any character. But even more enticing 
and controlling - remote-controlled  .۔۔۔۔۔۔‎ ° e is the ability to play several characters at once with friends via two- 
machines (including a hovering camera, a P nS hor A or four-player splitscreen. 
a mobile rover, and sentry guns). af 4 H W 

Often, in a squad-based game, the î aî 01 
quality of artificial intelligence can 338 us 
make or break the title. While other 4 Give us a kisst Your mutated enemies 

may seem just a little forward. 

characters should act intelligently by 
default in the single-player mode 
(defending and positioning themselves 
logically), Project Eden will offer more 
hands-on squad control. Not only can 
you take control any character at any 
time, you can also issue simple stay 


put, follow, or “freelance” commands êê, D d 
during pauses in gameplay. E qax : dE. sana lg T, 
Project Eden should offer around x £ = P ٢ 
i A Core Design i is hard at work on Zi | Sat اه‎ 3 C> 
60 hours of gameplay, and the gritty Er IESE Z2 1. — 2r ہو‎ || RENE OLD 
story and multiplayer capability A 3 gamer : a 8 
y 1 ۱ S P di E Ge RAE ۱ êê am 
(including four-player deathmatch) دک دہ‎ : ۱ et BM لع‎ TN 
should keep us holding our breath. The a وه ټسټ‎ M ی‎ T ead : ات و اه‎ ^ 
game will be released this summer. PE is a promising action/adventure shooter EO OS NONE j^ ۱ 
> T T featuring puzzle solving, unique squad- A Choose your teammates Uae in “ù 7 wanî mode, bar if you're not وٹ‎ 
ommy Layton ٥٤۳5٥1٥٥8۷ ٥ا٥‎ 5 on linked PS2s, expect a slower framerate with the split-screen. 


“Project Eden promises to be much more than a frenetic shooter. 
Solving puzzles and resourcefully managing the skills of each UGLY MUGS E 
squad member are also core gameplay elements.” conspiracy involving genetic 


mutation, the sewer dwellers 
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PS mM BRE AKDOWN An up-close look at something more formidable 
ga pie game in action 2 right in front of you. 
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enemy and when. 
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AY This mutated boss and street urchin 
look ghastly, but chances are they weren't 
so easy on the eyes to begin with. 


— 
= 


While PE also 
offers a third-person 


5 SS ويپ‎ | POV, the classic FPS 1 A 
à The HUD repre- 1 سس‎ | view is shown here. EON 8 
sents each of the ES - 8, "eê, . يم‎ | 
members at all da «٨ : 4 |1 n 


times. Importantly, | |.» Aradarofsorts |. ایس‎ 
it monitors each | 0100155 | gives you an indica- ۳٦ 


characters HP and | — | tion of your team's 

the level of energy | ` | and your enemies’ کل‎ —— ÓÁÍÁ CD K موو ایا‎ i3 
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A Some of the game's shortcuts 
take you off the beaten path. 

v The game will also have a full 
Stunt Mode where pulling off tricks 
will reward you with extra time, as 
well as points. 


Left: 02:03.03 
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tible objects in each environment, along with great smoke, dirt, 
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A There will be lots of destruc 
and collision spark effects. 


or anyone who has been 
wondering when we'll 
starting seeing some 
seriously fast framerates out of PS2 


verve been wating or Nokadng tus EAS arcade racer gets tricked out — literally 
thing is wickedly fast — apparently in 


excess of 60105, though it won't drop sacrifice of some environment detail certainly a plus, it's the 5 SSX-like 
any lower. In fact, it's unquestionably (the courses look good, but somewhat stunt mechanics that have really been CAR COMBAT ON 


the fastest racer we've ever laid eyes sparse at this point), but we think a causing a stir around the office. While A TRA 
Th 


on, PS2 or otherwise. If pressed, we'd nice balance has been struck overall. not as technical as its snowboarding e exaggerated collision 
say that the speed comes at the While the amazing speed is cousin, the fact that one can cause their | physics and wealth of power- 
eno | cars to tumble, barrel roll, and perform ups really give the game the 

j Ê ھ‎ ] multiple combinations of both from 


0101830 T" Y " & us 2 jumps is nevertheless a nice gameplay ne ES pm 
150 199 1! Aa c آم‎ advance over NASCAR Rumble. As in "۹٠٠٦ 

| I We MN SSX, performing tricks rewards you with 
nitro boost — the better the trick, the 
more boost. Each of the game's courses 
also have lots of well-hidden shortcuts. 
We also had the chance to check out 
the game's championship mode. Placing 

first in each championship is the means — Mower Rumble tanak stie OF 

by which new cars and courses will be ۷۶٣٣۹ 
unlocked, so there's definitely some 


serious replay value. 


+ 


viy 


۱ j ) 1 


Tori Mı] 
WaT 
LOVE) 

۳ 


01 


> Randy Nelson 


It's fast, furious, and the trick system has 
really taken us by surprise. Arcade racing 
fans: keep your eyes on this one. 
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A One power-up enables you to ram enemies and send them flying through the air. 
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A With over 40 different environments to explore, Rune will always have something new to 
show the gamer. You'll see buildings, temples and even underground mazes. 
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Hack and slash your way to saving the world 
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A Combat is going to play an even more 
important role in the PS2 version of Rune. 


uite recently, we've started 

A to see an increasing 
number of PlayStation 2 

titles show up that look simply 
amazing. What’s important to mention, 
however, is the fact that these games 
are often being developed by 
companies with little to no experience 
in the console world. Rune: Viking 
Warlord is a perfect example of this, as 
it’s being worked on over at Human 


Head, a studio seemingly far more 
familiar with the workings of a PC than 
anything else. Yet, it’s managed to pull 
off one of the more visually impressive 
PS2 titles so far, and that’s saying a lot. 

Rune follows the journey of a Viking 
hero named Ragnar. Chosen by the 
gods to defend humanity, Ragnar must 
Stop the evil masters of the nether- 
world from bringing about Ragnarok. 
Now, for those of you who haven't 
brushed up on your Viking folklore, 
Ragnarok is the supposed day that 
man, god and giant will battle each 
other and offhandedly cause the 
destruction of the earth. OK, that’s not 
a good thing. 

While Rune has a similar camera 
perspective as the Tomb Raider titles, 
as well as share some of the same 
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gameplay mechanics, there's definitely 
more of a focus on combat, as well as 
exploration. Ragnar will find himself in 
a lot more sticky situations than our 


female explorer ever did, so he's gonna 
have to have a much larger arsenal and 
a lot more moves at his disposal. 
Fortunately, that's the case. With over 


Y Torches cast an eerie glow on the ground 
and nearby walls. 


Y Notice how the light reflects off the water 
in a smooth way. 
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The game’s engine does a great job of handling lighting effects and 
displaying them in an extremely realistic manner. 
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A Granted, there are areas that 
totally remind us of Tomb Raider. 


A The selection of monsters you'll 
come across is wide and varied. 


7000 frames of animation and at 
least 15 distinct weapons, the 
Viking hero should be ready for 
any situation that befalls him. 
Despite being originally 
released on the PC, Rune: Viking 
Warlord has gone through a few 
major changes on its path to the 
PS2. The developers feel this 
version will be the definitive one 
and plan to include several 
additions to support that claim. 


oco 067 
PREVIEWS 4: 


TEXTURALLY SOUND 


Those skeptics out there who complain about the PS2’s 
“limited” texturing abilities should really see this game. 


A Notice how eo û the cave looks Bere. 4 These 1 wall textures are great! 


New levels have been added on, 
one of which will be designed by 
Spawn creator Todd McFarlane. 
There's also going to be a few 
monsters to vanquish, such as the 
well-known Hellhounds and the 
extremely powerful Frost Giants. 
On top of all that, there's a multi- 
player mode, where you can 
square off against your friends, 
and a general improvement in the 
overall graphics. 

Visually, as you can tell from 
these screenshots, Rune is going 
to end up being quite impressive. 
The detail level in the textures is 
breathtaking and the lighting 
effects already look spectacular. 


All that remains to be seen is how 
smooth the finished product will 
run. We're predicting a rock-solid 
60105, which should do a lot to 
make the combat and platform- 
jumping easy to handle. 

Time to dig out those battleax- 
es, boys. Come this July, you're 
going to have to save the world 
and it isn't going to be easy. 

» Stephen Frost 


Ihe BUZZ 


An emphasis on action and beautiful 
‘visuals should help make Rune a 
welcome addition to.the PS2 library. 


ار يت 


“Despite being originally released on the PC, Rune: 
Viking Warlord has gone through a few major changes 
on ils path to the PS2” 


PSM BREAKDOW 


Y To say that the creatures in Rune will be 
interesting would be a major understate- 
ment. They’re quite varied and most look 
very disturbing. Some, though, are bigger 
_|forms of what we would normally see in 
۰ real life. A good ء‎ 0 of that would be 


this Angler Fish. 
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An up-close look at 
the game in action 


4 One of the more 
impressive aspects 
of this game engine 
is its ability to 
handle very ۶۴ 
textures. Rocks look 
so good in this game. 


4 It's good to 
know that devel- 
opers are starting 
to really master 
the PS2's ability 
to create impres- 
sive water effects. 


«4 More so than in the PC version, this port 
will feature even more combat and 
weapons. I hope you enjoy fighting. 


In This League, 
It’s Victory... 
Or Bust. 
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ACE COMBAT 4 


Namco and the PS2 go supersonic 


hile it's still a ways off from 
being completed, Namco's 
latest Ace Combat is 
already shaping up quite nicely. And 
while these screenshots do look good, 
they don’t even begin to compare to 
seeing this game in motion. There are 
quite a few moments when you start 
to forget that it’s a game and start 
to think of it as something like 
military training footage. Yes, it looks 
that damn good. 

Namco has still few details to offer, 
but it looks like Ace Combat 4 will have 
at least 24 different missions and eight 
different aircraft. The missions should 


With state of the art graphics and a ton of 


cool missions, Ace Combat 4 has us eagerly 
awaiting the scramble klaxon. 


PUBLISHER DEVELOPER 


— INE ; 
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a 


& No, it’s not Mr. T. This is the dwarf. - 


و 
عم یں سا e‏ ممط سح 


p. A ۱ 

Ji 15 ٭‎ 4 A 

LARRY 
7600 ** 463 
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A Magic attacks are great for those tight situations when everyone must die. 


RELEASE DATE # DF PLAYERS ESRB RATING : 
[way Tama [ıa vv 


GAUNTLET: DARK LEGACY 


Regaining the glory of the past! 


actually stretches back to the days of 


feature a large variety of objectives, 
including the basic, "blow something 
up" to some classic aerial dogfighting. 
We wonder, however, if Namco will 
reintroduce multiplayer support in 
order to further increase the replay 
value of the game. Even if they didn't, 
there will still be plenty here for the 
aviation fan. 

» Stephen Frost 


e e 


& The planes are 


PAY 


ya ES X 3 AAA 2 تج وه‎ 7 a ۴ یس‎ fV 


A Remember, this is just a game! A Visual and textual clues provide information on the status of your mission and enemies. 
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ost neo-gamers may only 
be familiar with the recent 
mediocre incarnations of 
Gauntlet, but the Gauntlet legacy 


NES. Initially, it appeared in the arcade 
as a four player slasher that instantly 
became a classic, and one of the very 
first “quarter munchers? 

Although gameplay has altered 
since then, it hasn't been necessarily 
for the best. Dark Legacy steps in to 
change this trend. 

Players can select from a number > Tokoya 
of different types of characters, = —— 
including a Dwarf, Knight, Sorceress, 
and Jester. Each comes equipped with 
unique weapons, attacks, magic, 
strengths, and weaknesses. 


In addition, once you complete a level, 
you can use the money you've 
collected to purchase power-ups, 
items, and magic. 

At this point, Dark Legacy doesn't 
offer much in terms of story, but it's 
still early, so we'll continue to inform 
you of GDL's progress. 


DEMO:0.137 © 


È N 
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Although Gauntlet has always been a 
slasher, DL will add more elements such as 
traps, magic, weapons, and unique bosses. 
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& The graphics aren't the greatest, but the game moses at a nice framerate. 
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HOVERBOARDING 


| ACTION/PLATFORM E- 


EVERYONE 


o 


| 80% 


Being the cool character that he is, Klonoa doesn't just 
rely on his feet to get around. He’s also got a very cool 
hoverboard. Some guys have it all. 


A Klonoa's hoverboard abilities are not just limited to water. He can also slide across some other surfaces, too. This thing 


is also great on land and snow! With a board like that, who'd need a car? 


KLONOA 2 


Ever so closer, Klonoa 2 is almost here 


t a recent event, 
Namco unveiled a 
near-finished version 
of Klonoa to members of the 
videogame press. And boy did we 
all have smiles on our faces. The 
first thing we noticed is that the 
"map screen" for Klonoa 2 
strangely reminiscent of Super 
Mario World. You've even got the 
little path dots and the bigger, 
colored location points. Also, 
depending on who you talk to 
and/or where you exit a level, 
other parts of the map will 
become available. That means 
it's probably possible to go 
through the game and still see 
only a small portion of what it 
has to offer. 


The other really cool aspect of 
Klonoa 2 is the sheer number of 
cool jumps and flight sequences 
there. It seems like the cannons 
are everywhere, shooting you 
around the different levels at 
dizzying heights. You can also 
grab onto these helicopter-like 
devices and let them carry you 
high over the environments, 
dropping you into new areas you 
couldn't see before. It’s like you're 
riding a giant roller coaster that 
takes you up and then drops you 
quickly back to Earth. 


the BUZZ 


It's games like this that make me 


excited to get up in the morning and 
come to work. 


| la NC look at idoneo 2* map 
a screen. It's like Super Mario World. 


What's great about this sequel is 
that it manages to include new 
gameplay mechanics, such as the 
hoverboarding sequences, but still 
keep things simple. That means 
that both hard-core and novice 
gamers can really get into and 
enjoy the game. 
| know that the Klonoa 2 is 
only a few more months away, but 
| just can't wait. This is one of 
those games that all PS2 owners 
should be excited about. It's got 
great graphics, intuitive controls 
and never takes itself too 
seriously. Hopefully those who 
missed out on the first Klonoa 
won't miss out on this one. 
» Stephen Frost 


A These jm balls e are the only 
enemies that can't be destroyed. 


v The circular thing is a trampoline 
which will shoot you to another area. 
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The graphics are perhaps the 
most amazing aspect in the 
game. While some of the 
textures may look a little bland, 
you get a very different per- 
spective watching it in motion. 


> ~ i > A 
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m 


Ganon 


Welcome, friend € 1 saw you come in = 


there, Something 


nasty Dump on 
hcan do tor you? 


to disturb vou: 


4 Check out the transparencies in the ice, the water ripples, and the character detail. 


A new kind of RPG for PS2! 


riginal, — genre-breaking 
titles are what the PS2 is 
all about, and Baldur's 
Gate: Dark Alliance just may be one of 
those games. As an action RPG, it 
shares similarities with Ze/da and 
Vagrant Story and the like, but Baldur's 


Gate bases more of its gameplay upon 
precedents set by PC AD&D RPGs. 
The action is carried out in real time 
from a third person, top-down view. 
Players control a single character who 
can wield a variety of weapons, cast 
a myriad of spells, and take advantage 


۱*۰ XX, 


gm 


so n 


kar 
E. 


A There are also many puzzles and obstacles to overcome. 


BALDUR'S GATE: DARK ALLIANCE 


of special powers. As any PC 
gamer knows, there will also be tons 
of stats to track, and a long list of 
items to gather. 

One aspect that will break ground is 
that collision detection and attacks are 
based on real-world physics. For 


example, if you destroy a skeleton, it 
will explode into tiny fragments 
depending on the location of the hit 
and weapon type. Furthermore, the 
advanced graphics system adds a 
strategic element. When fighting in the 
water, players will need to use the 
beautifully delineated ripples to detect 
invisible monsters. 

Particle effects are numerous and 
done to perfection. Some enemy char- 
acters are composed of 20,000 
polygons. The multiple light sources 
produce numerous eerie shadows, 
adding to realism of an already con- 
vincing environment. Finally, everything 
has been anti-aliased, and runs at a 
constant 60 FPS. 

Just imagine how awesome BGDA 
will look in seven months! Definitely 
continue to watch out for this one. 

> Tokoya 


Following in the line of PC RPGs, Baldur's 
Gate: Dark Alliance will bring many new 
elements to RPGs for consoles. 


V As you can see, there's a long list of items and 
weapons to collect. Time to go shopping... 
Damage: 
Weight: 


A You'll have to destroy a ton of enemies with weapons, as well as with magic and 
special abilities that you'll earn like power-ups. 
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‘A Courts from the real world and fictitious locales help 


ا وا و 


e might not look it, 
but us PSM boyz are 
all hardcore street- 
ballin’ thugs. But since we haven't 
actually taken our “A” game to 
inner-city blacktops, it's a damn 
good thing that the EA Sports Big 
brand announced NBA Street. 
Most of us have grown tired of 
traditional arcade basketball, and 
the recent Hoopz by Midway 
didn't exactly help the cause. But 
NBA Street is rethinking the 
concept and rebuilding the 
gameplay from the ground up. As 
the game's producer, Wil Mozell, 
states, “Streetball is more than a 
game, it's a culture” This premise 
is reflected by the players’ sense 
of style, Joe “The Show” Jackson's 
play-by-play, and especially by 
the venues, which include the 
snowy streets of Boston, LA 
rooftops, inner-city blacktops and 
courts by the beach. 
Street provides trick-style 
scoring for just about everything, 
including gratuitous goaltending 


V Wouldn't want to be on the 


receiving end of this 


PROS VS. CONS 
NBA Street pits the skills of seasoned NBA pros against 
legendary streetball hustlers. 


ur te‏ و ومن 
Oy: 3‏ 


harder teams in the Hold the 
Court mode. 

There are stories of blacktop 
legends and hustlers that can run 
circles around the NBAS finest, 
and Street's motion-capturing 
(“mo-cap” as EA calls it) comes 
courtesy of such streetballers. Put 
their skills to the test this summer. 


> Tommy Layton 


and dribbling moves. Packed with 
unlockable NBA and legendary 
blacktop ballers, the City Circuit 
mode lets you tour the U.S. and 
pick up players from teams you 
beat, and you face progressively 


he BUZZ 


A refreshing revamp of arcade hoops, 
NBA Street should capture the flashy 
gameplay of streetball. 


+ 


ege‏ ای 


for my arcade hoops-buying dollar. 
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A With arms wide open... Animations help flesh out the nine drivers’ valiant or sinister 


character traits. 


s champion of the common 
man, Homer Simpson's fas- 
cination with demolition 
derbies typifies our penchant for 
vehicular combat. Although nearly all 
car combat games share the same 
premise, the Twisted Metal and World 
Destruction League series have the leg 
up on name recognition on PS2. 
But Infogrames is bringing an 
entirely original brand, Motor Mayhem, 
to the mix. 

Developer Beyond Games cut its 


A Grok, above, will take on Void, Corvalis, Vol 


cana, Chromium 


teeth with Redline a fair PC game 
combining gritty vehicular combat with 
a first-person shooter. Set in the year 
2025, Motor Mayhem may be taking a 
cue from Redline’s single-player 


rion and others. 


missions — the infusion of story and 
character. MM lends great focus to the 
personality and rivalries of the drivers. 
On their way to the final tournament, 
dubbed “Motor Mayhem,’ the nine 
drivers in the Vehicle Combat League 
must best the competition on their own 
home course and regional divisions. 
This helps gamers develop loyalty to 
their favorite drivers. 

Championship, Endurance, Last 
Man Standing, and Quick Start 
game modes span eight interactive 
combat arenas. While there’s no 
confirmation of four-player, split- 
screen play, the single-player mode 
and the two-player split screen run at a 
consistent 60 fps. Look for Motor 
Mayhem in the near future. 

> Tommy Layton 


the BUZZ 


A new brand created for PS2, Motor 
Mayhem’s action hinges on unique, fully 
fleshed-out characters. 


A Volcana the firebrand views the expanse of 
a massive interactive level. 


Y Chromium takes on the slick cyclist Corvalis. 


Mer E ND 


MOTOR MAYHEM 


Vehicular combat experience with character 


LET THERE 
BE LIGHT 


MM features tons of transpar- 
ent and reflective surface 
effects, real-time lighting, and 
a solid particle system. 


T UM Y‏ شه 


VA Chromium and Void watch with sheer 
joy as their handiwork destroys the envi- 
ronment and their competitors. 


Je 
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Ein the PC world, the 
٣ ES Quake series is 

amazingly popular,‏ تھا 
selling millions of copies and‏ 
carving out a place for itself in the‏ 
videogame hall of fame. Now,‏ 
PS2 owners will finally get to‏ 
check out what all the fuss is‏ 
about with the latest sequel in the‏ 
series, Quake III Revolution.‏ 

Unlike its predecessors, Quake 
[il is very much just a death- 
match-style game. There isn't 
really any sort of story-driven, 
single-player progression. Rather, 
you fight your way through a tour- 
nament of sorts, unlocking new 
characters and levels as you go. 
And as your skills improve, so do 
those of your opponents. 
Apparently the developers are 
working hard to make sure that 
the Al of the computer-controlled 
enemies is as challenging and 
realistic as possible. 

Unfortunately, since the PS2 
still doesn't have any real way to 
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get online, you won't be playing 
Quake III against people in other 
parts of the country anytime 
soon. However, the developers 
were nice enough to include a 
four-player option so that you can 
challenge your friends or 
neighbors to see who's got the 
skills. You'll also get to 6 
from a large selection of character 
types and levels, many of which 
are going to be exclusive to the 
PS2. We should have a full review 
of Quake III Revolution in next 
month's issue. Stay tuned. 

» Stephen Frost 


the BUZZ 


The Quake name is already synony- 
mous with quality. This game looks 
to really deliver the goods. 


Vadrigak 0/1 
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In This League, 
en Heartless 
E Ain Advantage. 


HEY, GOOD 
LOOKIN’! 


The characters have been | 
| improved with the addition | 
| of lots more polygons and | 
| higher-res textures. | 
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ARC THE LAD 


Three Arc games in one package! 


t the time of PlayStation’s 
release, RPGs didn’t have 
the mass appeal that 
they've now achieved. This is the main 
reason Arc the Lad never saw the light 
of day in the U.S. Working Designs has 
realized the quality of the entire series, 
and will bring over a deluxe box set, 
containing three games and a CD with 
a soundtrack and a movie of the 
making of this trilogy. 

The gameplay is similar to FF 
Anthology in that it's an extremely 
story-driven strategy RPG. The five 
playable characters take turns fighting 
on an invisible grid, where they can 
attack with swords and other 


the BUZZ 


With three strategy games included in one 


package, this is a compilation that fans of 
the genre will appreciate. 


e 
2 


A There's always lots of 


weapons, or use a variety of magic. 

Although the story seems trite, and 
the characters super-deformed and 
silly, it's actually very compelling. The 
only downside to the first game is its 
length; with only ten hours of 
gameplay, it ends too quickly. 

However, since Arc the Lad is 
bundled with the other two games, 
which are longer, this is a compilation 
to keep an eye out for. 

» Tokoya 


A The graphics have an old-school look. 
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A. You can't really move characters around. Instead, you're conveyed around by this map. 


A new type of Army Men game 


Ithough 1 started out 
playing Green Rogue with 
low expectations, and 
expected very little deviation from 
Army Men's action formula, | was 


r ero 
Sage 


SÊ‏ ا 
هم 


A The weapon variety is one of the game's strengths. What's war without a bunch of guns? 


pleasantly surprised to discover that 
it's an entirely different type of game. 

Green Rogue shares many 
elements of the series, but the 
gameplay itself is new. The action 
most often takes place in narrow 
passage ways. As the camera slowly 
creeps forward, your character must 
move along with it and obliterate the 
enemy into plastic chunks. 

There are a variety of weapons and 
power-ups. You'll tear enemies to 
pieces with machineguns, explode 
them with rocket launchers, and in 


ES‏ ۶۹۶۹ی سم 
ARMY MEN — GREEN ROGUE‏ 


overwhelming situations, you can even 
vaporize them with a nuclear bomb. If 
you obtain enough power-ups, your 
army man appears to be on steroids. 
Although the Army Men name has 
been slightly tarnished with its over- 
abundance of games, Green Rogue 
may prove to be decent. 
» Tokoya 


the BUZZ 


Green Rogue differs slightly from its pred- 


ecessors. Perhaps with a fresh look and 
feel, there's still hope for the series. 


- 114350 
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A When on steroids, you can easily lay waste to many enemies. Kill ‘ema 


MORE THAN 
JUST HORROR 


When was the last time you 
made an RE character jump, use 
a sniper scope, or hang from 
railings? Extermination is a big 
leap in this respect. 


PUBLISHER DEVELOPER RELEASE DATE # OF PLAYERS ESRB RATING 
SONY CEA DEEPSPACE JULY PANIC HORROR LR A 


ZOOM 


deste Ra Sn AN Pa ATEN sr RA c 


LITE ہے سم‎ A 


A Extermination is definitely more of an all-out action game than Resident Evil or Onimusha. 


٣‏ مسج 


PREVIEWS 


50% 


A “Red Light” operative Dennis Riley can use a lethal knife in addition to his rifle. 


Sony's answer to Resident Evil is confirmed for the U.S. 


ony's long-awaited “panic 
horror” title is being 
developed by some of the 


same people responsible for the 
original Resident Evil, and based on 
early gameplay impressions, its quality 
lineage is showing through. 


Shes 


Obviously, unlike the PSone RE games, 
Extermination is presented in real-time 
3D, though some of the basic play 
mechanics (and even the enemies that 
hero Dennis Riley must go up against 
are reminiscent of the Capcom classic. 
Extermination will also boast a 
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relatively unique gameplay twist in the 
form of “region actions” which will 
change what certain buttons do 
depending on the situation the lead 
character is in. For instance, the 
button that’s normally used for 
opening doors might also perform a 


this game, including this giant column 


reaching knife attack when hanging 
from a ledge. 

The game's weapon upgrade 
system also promises to be somewhat 
unique in that Dennis' gun can accom- 
modate a variety of upgrades and 
prominently features a flashlight. The 
last detail proves extremely important 
as many of the game's rooms are 
completely cloaked in darkness and 
players will have to constantly scan 
their surroundings with the light in 
order to avoid ambush. It's just another 
touch designed to elicit the "panic" in 
"panic horror” 

With other diverse gameplay 
elements (such as some platform 
jumping) thrown into the mix, 
Extermination is looking like more of an 
evolution of the survival horror genre 
than first believed. 

> Randy Nelson 


With some unique play mechanics and 
me graphics, Extermination might 
more than tide Resident Evil fans over. 


y Auto targeting will ensure than you can track 


tter how much they move. 
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X GAMES E 
Are you X-perienced? 


race yourselves for a little It will see eight pro skateboarders with gamers to work on their trickstyles. the BUZZ 

secret: Konami doesn't different speed and handling charac- Timed to arrive in conjunction with 

only publish Metal Gear, teristics, along with a two-player split- this year’s ESPN X Games to be held in زج ای ردب‎ EOR li nod (ere dine 
Contra and Castlevania games. screen mode and a practice mode. For Philadelphia, ESPN Skateboarding's X- ETÊ NUTS E S TN 
Konami's ESPN The Games brand has good measure, the game will also perience is set for August. 
been gaining exposure over time. The include six street stages nationwide, > Tommy Layton 
brand's hallmarks have been realistic including L.A. and New York, enabling 
physics, myriad licenses, updated pro 
rosters, ESPN-style play-by-play and 
tons of branded extras, and venues 
recreated directly from their real-world 
counterparts. Such attributes and 
attention to the finer details, combined 
with Konami's traditionally solid 
graphics displays, have begun to win 
some gamers’ loyalties. And while 
we're still waiting for the brand's 
watershed title, NFL PrimeTime, we're 
no longer holding our breath for that 
ESPN title alone. ESPN X Games 
Skateboarding should beat Activision’s 
Tony Hawk 3 to the punch as PS2’s first 
Skateboarding game. 


Recreating venues from last year's ۲ 87 "mc y, 
X Games in San Francisco, Skate- ۸ 530 ٤13/5٨٣ کا‎ 00٥ 0 5» 103 ک‎ ٥ 


| PUBLISHER DEVELOPER RELEASE DATE TYPE # OF PLAYERS ESRB RATING | 
SPORTS 


A ESPN the Games stresses realistic 
physics and true-to-life trick menus. 


1 1 1[ — ہت 
A Expect animated crowds and venues‏ 
recreated from last year's competition. _‏ 


boarding will feature several street and 
pipe competitions in tournament style. 


DOES IT HAVE 
WHAT IT TAKES? 


Solid camera work, control, 
trick menus and park design 
will make or break a skate- 
boarding game. 


Y A From such early renders it's hard to say 
if Tony Hawk PS2 has cause to worry. But 
these vantage points let you appreciate 
tricks, and park design is straight from the 
X Games. We'll see JT 


Lin EAR 


A In practice mode, interactive tutorials are stacked with tips from the pros. In these early - 
renders you can see shadows, rider animations and textures in the works. - ۱ 
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s a child you visited your Grandfather's ranch when vacation plans fell 

through. Return to the farm that holds fond childhood memories and rejuve- 
nate it's long neglected fields. Tend to your livestock and interact with over 50 
characters as you struggle to make a life for yourself home on the range. 


Enjoy hours of Non-Linear game play. 


: 
ü 
.1 


Town festivals and events like The Tomato Festival, Chicken Sumo 
and Horse Races. 


lon 


Prepare a wide variety of dishes in your own kitchen using your 
harvested items and the recipes you learn from the townsfolk. 


Serious Fun!" 
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PlayStation TÊ j : CONTENT RATED ۷ NATSUME 
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fond the PlayStation lo 0ع‎ ۱ marks dj Sony Computer Entert 
Y iconis a trademark of tv sociation, 


Woon and Natsume arg’ 
latsume Inc. (2000 Vie 
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A A levitating kill-bot ironically floats by an Ultor Corporation's miner recruiting poster that 
reads, “High risk, high pay, high adventure" 


RED FACTION 


First-person shooting with destruction like a wrecking ball 


he games industry often Rare is the revolutionary gameplay selection, enemy squad Al, cowering slow-moving platforms, ventilation 
seems hell-bent on proving concept or technological innovation friendlies, plotline and progression, shafts, ladders, activation switches, 
that the more things that bends or reforms a genre enough — "environ-suit" (HEV) armor, and most even graffiti on the walls). But in all 


change, the more they stay the same. to liberate it from its own history and importantly, level design (elevators and fairness, it's hard to escape the con- 
formula. Red Faction, with the Geo- 


Mod engine's real-time environment SYMPHONY OF DESTRUCTION 


deformation, held such promise. But | By the modification of the environment's geometry in real time, 


while Geo-Mod certainly pulls its own | nearly everything you see can be blown six ways from Sunday. 
weight, the revolution within the 


game's storyline, and the revolution 
Red Faction was supposed to effect 
within the FPS genre, bring two words 
3 to mind: Half-Life. 

D i So many elements of what many 
EE | consider the greatest, and most revolu- 
~~ tionary, single-player FPS of all time 
A “Beautify Mars. Kill Guards" A public seem to shape the gameplay of Red | | ee 
service message from local insurgents. Faction. These include weapon A Windows and walls can be rip 


pen 


— es 


تنس اټ 


ped apart to create 
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ventions of the shooter that has that Red Faction will need some 


THE ROAD LESS TRAVELLED 


Below is a walk-through of how to blaze your own trails. 1. Visualize 
a giant hole in the floor. Be the rocket. 2. Step back and take out 
the rocket launcher. 3. Fire your rocket and admire your handiwork. 
4. Look before you leap. 


shaped our expectations of the genre serious work on keeping the framerate 
for the last few years. And to its credit, consistent before it hits the street in 
Red Faction features several extras May. In spite of the evident throwbacks 
uncommon to a part sneaker, part to Half-Life, and its long and cumber- 
blast-em-up FPS: dragging and hiding some loading screens, Red Faction and 
bodies, viewing monitors, a consistent the Geo-Mod engine are shaping up to 
target lock-on system, and operable be big draws for FPS gamers. ME کا‎ py mm 3 : 
land, sea and air vehicles. And even > Tommy Layton ES AA ۱ ۶ “^ê 
though it doesn't quite revolutionize | Ene aa تو‎ 
the FPS genre, the strategy and sheer 
joy of geometric modification is every- 
thing we hoped it could be. 

However, from the previewable 
version we've been playing, it’s clear 


cur m q 


ات 


A You'll receive communiques from the 
leader of the rebellion, who guides you 
through Martian mine shafts. 


$ 

$ 
* 
$ 


~> Ê ES CUm . < 


A Red Faction includes land, sea and air 
vehicles. In the tutorial, you practice 
piloting a sub and firing its torpedoes. 


“Even though it doesn’t quite revolutionize Ihe FPS genre, | THE TOOLS AND 
strategy and sheer joy of geometric modification is everything | THE TALENT 


we hoped il could be.” As you progress, Red Faction’s 


level design demands that 
you use the right weapon or 


Red Faction showcases all the.elements that 
made Half-Life the genre standard, along 
with lots of other innovative features. 


A Several weapons, including rocket launchers and adhesive explosives, enable you to blow 
holes in the wall or the floor. We really like what you’ve done with the place... 


Pes fl Ris AKDOW An up-close look at tool at the right time for 
axa the game in action maximum effect. 


indicates your health per- | 008 سو بس و‎ 
| centage and the power of | D E 0 On the left کا‎ the 
3 : i your “environ-Suit;” or armor. nau 0 -- EAS DÎWANAN : 0901 ammo you have loaded, id DE 5 
| Jd 00 0 and on the right is the o 


ammo in reserve. it’s 


: important to reload while 2 ê 
not in combat, particular- : 2 د‎ 


©) ly with the shotgun. kv m 7# ړ‎ 
A The launcher's infrared sensor reveals 
someone on the other side of the wall. 


- The raat locks Red Faction features Y Dispatch him, and enter the new area to 
3 f" on system helps tons of animations of greet several more enemies with the 
5 m ا‎ ane ۳ ۰ i Î u i 7 
Û ÛÛ align your cross- nh sini), eat Se 
pn ۰ hairs precisely, uec —  ' 


Û but you're respon- 
4 sible for aiming in 
| close proximity. 


Several weapons, 
including this shotgun, 
have primary and 
alternate modes of fire. 


uer To n | Things like lockers 
Dp ا‎ 21 and trunks can be 
32 searched for health 
1 packs, ammo, and 
4 armor power-ups. 


~ 


ES E ERE 
Mri AE 
eT: p^ ای جا ۸0ء‎ 
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PUBLISHER 


INFOGRAMES | MELBOURNE HOUSE SUMMER 


ou now have reason to 
switch to military time. Le 
Mans 24 Hours, carrying 
the official license of the high-speed 
endurance road race, makes it way to 
PS2 after Infogrames' Test Drive Le 
Mans arguably claimed the title of 
Dreamcast's finest racer. 

The PS2 version features seventy 
licensed vehicles from GT ۵ 
prototype classes, about 30 of which 
were introduced last year. Corvette 
Racing, Team Cadillac and Viper Team 
Oreca now join the ranks of familiar 
Audi, Porsche and BMW entries, and 
they'll grace 12 courses worldwide 
recreated from the 2000 season. Le 
Mans 24 Hours is capable of rendering 
all 24 vehicles in a race on-screen 
simultaneously. While a true Le Mans 
race runs 24 hours straight, and 
gamers will have that emasculating 
option, more palatable, time-com- 
pressed intervals of 10 or 30 minutes, 
or one or six hours are also available in 


سم کی مشش E‏ ہش 
DEVELOPER | RELEASE DATE 5‏ 


—— 


* OF PLAYERS ESRB RATING 
EVERYONE 


the Le Mans mode. These compliment 
championship, quick race, time trial, 
and two-player split-screen modes. 
Rear view mirrors, real-time brake 
and headlights, and animated drivers 
and pit crews are new PS2 features not 


oe 


PREFS GY | 
PERCENT COMPLETE | 


—— M 


| وک‎ a 2 NI AA VIEL HT AA A ےو‎ 


ELATION FOR 
RECREATION 


| Although these are early 
| screens, you can see the detail 
in the recreation of the cars, 
tracks and backgrounds of the 
| Le Mans 2000 season. 


AAA 


NI RIA‏ مم وہ ی J‏ سے موی TI‏ سد موو هوو 


trn 


included in the Dreamcast version, but 
hopefully 24 Hours will improve on its 
predecessor's great physics, lighting, 
and quality sound. Look for it to hit the 
circuit this summer. 

» Tommy Layton 
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Le Mans 24 Hours will feature the depth of 


the license and exhaustive attention to 
detail typified by the Gran Turismo series. 
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SPECIAL STAGE 
ROUTE 11 


This is the latest course that 
Polyphony Digital has revealed. 
Just check out the lights in the 


Wheel in the background. 


می 


qii ea 


27 


A The lighting effects used for this course are sure to be super realistic, : 


7 
+ç da bê de Kates ۹ 


Pos Su 


A Just imagine this course running at a rock solid GOfps and you can m why we're so 


excited about G73’s visual possibilities. 


Enough already! These delays are killing us! 


ep, you heard it right — 
GT3 has been delayed yet 
again, this time until June. 
But while we're still champing at the bit 
for Sony’s first PS2 racer to speed onto 
Shelves, the delays look to be 


warranted, as its developer seems to 


A The De 


be trying to squeeze every bit of per- 
formance they can out of the system. 
In fact, it’s looking like there will 
actually be more new courses than 
originally planned in the game. 

This month, we've got the first pics 
of GT3's revamped Deep Forest and 


"T 
اسو‎ 


raceway sports some truly 


Special Stage Route 11 raceways, but 
we've also learned that some pleasant 
surprises are in store. One of them is 
called Cote d'Azure, and appears to be 
the world-renowned Monaco street 
circuit, sans the licensed name, of 
course. We've been told to expect 36 


excellent sunset lighting that's accurately 


` reflected from the cars. It seems that no detail has been left unenhanced from GT2's courses. 
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courses in total, which includes 
mirrored variants and a rainy version of 
Special Stage Route 5. 

Since last issue, we've also gotten 
the chance to try out 613 with the 
Logitech GT Force steering wheel, 
which may or may not be released here 
in the states. This is the true force 
feedback wheel that we've been telling 
you about for a few months now and, 
from our experience, it does a lot to 
immerse you further in the game with 
realistic resistance and even vibration 
as your car runs over bumps. It’s a little 
steep price-wise (about $100), but we 
still hope Logitech will bring it stateside 
when G73 arrives this summer, 
because the effect really is that good. 

> Randy Nelson 


Although it’s been delayed yet again, it still 
looks like G73 will be well worth the wait 
when it arrives in June. 


Y Even the textures have been reworked since the 
last time we played GT3 to sport 


even more detail. 


QA 
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The criminal underground finally goes 3D 


ver since | first saw the 
original Grand Theft Auto, | 
knew that this was a game 
that would benefit greatly from a more 
powerful console. You just can't convey 
the vastness of a city or the pressure of 
racing through rush hour traffic on the 
PSone. Now, with Grand Theft Auto 3 
on the PS2, DMA Design is bringing 
the franchise truly to life. 

As most of you probably already 
know, the Grand Theft Auto series is 
based on a mission structure. However, 
the way that structure is integrated into 
this sequel certainly deserves a bit of 
applause. Instead of having to go from 
one mandatory mission to another, you 
actually get a good amount of freedom 
to choose. Granted, there are certain 


missions that must be completed in 
order to push the storyline along and 
progress the game. However, you can 
select these “plot” missions at your 
own pace. In the mean time, feel free 
to take on some odd jobs or other 
minor tasks just for the fun of it. There 
are so many possibilities to discover. 
For those of you who don't like to 
sidetrack, however, G7A3 also has a 
great and riveting storyline that will 
take you along for one wild ride. You 
take on the role of a crook who's 
arrested after a foiled bank robbery. 
Left by your partner and girlfriend to 
take the fall, you manage to escape 
and meet up with a Japanese explo- 
sives expert, 8-ball. He introduces you 
to the Mafia. Seeking revenge on your 


| PERCE 


girlfriend and ex-partner, you decide to 
work your way up the Mafia ladder 
until the time to strike is at hand. 

Now, while the story has me inter- 
ested, it was the developers’ dedication 


۳3 
1 3 i Pun] ON 
2 bı و ېښد ۳1 و‎ ê Yê PR 
EM E D" 1 ۳ E 1 r 


| Being a criminal, you're gonna have to get used to the fuzz on your 
| tail. Just don't break any laws and you 
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to detail that really grabbed my 
attention. The city in this game (Liberty 
City), is very much alive and feels just 
like a real city would. Pedestrians go 
about their daily business and talk to 


| 
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eah... right... 


سر تح هم AI‏ ماس رم AAA TADA‏ یتو ہوا ہی 
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O 
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pa‏ مد جب سج يا سب 
I p G‏ 
سو ; 
SELECT‏ 


PEU A 


each other. Traffic passes by and 
becomes busier during rush hour. Even 
the weather changes fluidly and will go 
from sunny to dark and rainy during 
certain intervals. Not only that, but the 


EDL دج‎ 


و 


GU as zz TUS A uL‏ اا E‏ و 


| GTA 3 is based upon a 30 minute clock. That means every fifteen 
| minutes, the sun sets or rises. Depending on the time, the people 
| you see walking around will be completely different. You'll also 
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3 
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city is broken up into three Key districts | only be able to perform certain missions at specific times. | 
(Industrial, Commercial and Suburban), î 


all of which have very distinct looks 
and personalities. And you won't see — — 
the same sorts of vehicles and people [۳ 


- 
y 
4 
رس‎ 
pe 
| 
¥ 
1 
e 


in one area as you do another Hd 


For example, there will be far less 
sports cars and business men in the 
industrial area than there would be in 
the commercial one. 

While far more successful over in 
Europe, it looks like the GTA series is 
finally going to get its due in the United 
States. And considering the success 
that Rockstar has already had with 
Midnight Club and Smuggler's Run, 
there's no reason why this title 
shouldn't continue that trend. Stay 
tuned, folks. This game is going to 
make an impact. 


ee o سیر وپ‎ 


AE E ۹1۱ ۳ دل‎ 


A vast city and well-designed missions 
» Stephen Frost should really E kidnap the 
attention of PS2 owners. 


five in 1 [4 ' fll ۳ 
ê A | 0 ۶9 ee | E | What impressed me most about 
J pss OO | this game was its dedication to 


| from the lead characters to the 


SE mM : GNE AKDOW An up-close look at | different vehicles looks great. 
| ۱ ۱ | w the game in action 
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چو یحور ہت ے۔ 


بی cede‏ و تیاو وی زاس 


اس سپا A‏ روم موی دوس د دی ہہ ده چب 


a‏ ہیں سمېردپ ووو وید ہیں 


A Players can 
expect a lot of little 
details, like these 
signs, to be 
scattered around 
the city. The devel- 


> Just like in a real | 1 n CE 
city, there's plenty | : Lu ep Here's the "hero" of 
of traffic and taxis |... * `.” | 613. He's looking for the 
| going around. The | — 1 °` right opportunity to get 
opes LUE Û) cool thing is that A SC revenge on his girlfriend and 
you can car-jack any | — ^ vc ex-partner. Right now, 


boxeo ly looked ٭.‎ ۰ of the vehicles. 1 though, he's just working for 
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www.empireinteractive.com 
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need to complete the game on f 


TAKE THE 
PSM CHALLENGE! 


RULES: Challenges are limited to one entry per person. That means you can't 
send an entry for each challenge; if you do, you'll be disqualified. If you cheat 
or use codes, you'll be disqualified. The final letter for the contest will be 
accepted on June 1. If there are multiple winners, then we'll do a raffle. To 
prove that you accomplished one of our challenges, either send a picture or 
a video tape (sorry, but we can't return them). Sorry, no e-mail entries! 

SEND YOUR ENTRIES TO: PSM May Challenge # (the challenge number you're 
entering), c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. 


CHALLENGE WINNERS for the February issue: 
KING OF FIGHTERS '99 No winner 
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LUNAR 2: ETERNAL BLUE Brad Bishop of Cary, North Carolina 
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FANTAVISION Aaron Perkins of Republic, Missouri 


THIS MONTH'S‏ | | سس 
CHALLENGE #1: Fear Effect: Retro Helix. PRIZE PACKAGE:‏ 
Beat the game and photograph or tape the ending or the code that‏ . 


appears at the end. — 


ES a 


er m E‏ رک رم 


Exclusive Interact 
Game Contest! 


e نویه و سم‎ nt 


Beat one of the 
Challenges and 
receive a much 
coveted Interact 
Mobile Monitor 
LCD screen for 
PSone. Get one 
now before 
they disappear! 


CHALLENGE #2: Z.0.E. 


R 


eive an “A” ranking on Rescue Mission 2 and at the end of the mission, 


_ photograph or tape the screen that shows your ranking. 


CHALLENGE #3: Star Wars: Starfighter 


. Unlock the 2-player modes and photograph or tape the mission select 


en in the Bonus Missions option that shows they're actually unlocked. - 
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GROUNDS 


Destroy All Bonus Mines 


A relatively easy objective. Just be sure 
that after your targeting system stops 
locking onto them, you still nail them. 

Under 


Complete Mission In 


Four Minutes 


This can be tough, since it takes time 
to get through the mountain passages. 
Blast through them as quickly as 
possible. Don’t trouble yourself with 
any of the other bonus objectives 
when trying to complete this one. 


Beat Essara In The Race 


ion $; Naboo Proving Grounds‏ چنا 
Destroy all irat Arene Mines.‏ | 


pa AR ,‏ و 
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ad 
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This one is easy; just blow right by him 
during the race. 
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The Royal Starship Takes No 
Hull Damage 


Just concentrate on protecting the 
Royal Starship. You'll need to get a 
layout of the level and know where 
enemies spawn. 
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Tag All Scarabs 
This one 
isnt too 
tough. Just 
go after 
| | these 
things and blast them all first. 
Complete Mission In Under 
Four Minutes 
dieere m 
this. one 
isn’t too 
Î hard either. 
y. E Just con- 
| centrate - . completing the 


mission, i don't waste time 
doing anything else. 


Destroy All nerc ۱ 

Dr 23 Just like the 
first one, 
you simply 
need to 
identify, 


i sats ARE eem مې‎ 
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| and destroy these fi Siter: quickly. 


e Bonus Goals And Secrets 


ompleting one Bonus Goal yields a bronze medal; 
if you complete a second one, you get a silver, and 


complete the third and you'll receive the gold. 


Destroy All Merc Daggers In Under 
One Minute 

This one is tough as well. All | can 
say is that you need to find 
them ASAP, and then destroy them 
with extreme prejudice. Since 
they'll come in multiple waves, 
you need to get through the entire 
mission very quickly Kill the first 
wave, then kill a couple of other 
ships. When the next wave comes, go 


Or, Ge 
Nov SUM n OPERA 
NRE DA SERE 


SECRETS ON 
EOS 


Destroy Dispensers Before Droids 


Are Launched 


Hit these dispensers fast and hard. 
For the first time around, you may 
even want to spend time on the level 
identifying every Dispenser. The 


second time through, go after them. 


The 


Destroy. All 
Miner Droids 
This one is a little easier 


than the previous 
objective. Just find 
them and kill them. 
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after them. Also, save your missiles to 
use on these enemies. 


Rhys Destroys All Merc Dianogas 
Since you don't have a time 
constraint, just go after 7 
whenever you see them. However, so 
that your allies don't destroy them, be 
sure to hit them hard when they do 
finally appear. 


Complete Mission In Under 


Eight Minutes 


Although eight minutes seems ike I 
plenty of time, you'll need to work 
fast to complete this objective. Like 
the other timed objectives, 
concentrate only on completing the 
main objective. 


GOODS 


Destroy Dropships Before Tanks 
Are Launched 


You should 
find the first 
two directly 
in front of 

E cx ERA you from 
the ٢ + positon. Blast them quickly. 


| Another timed objective means that yout n need to 
ےت‎ O concentrate on n finishing t the mission. 


STRATEGY < 


Deo Missile Frigate - ۲ .سس‎ m 
| These things can be Wa so o take them ¢ out Ù 
Lo Ta when Tv this i مت‎ 


Complete M Mission In Under 7 Minutes -‏ ` ےت 


e a DE THE STORM - 


Destroy Dropship: Before Tanks | All Decoy Fighters Must Survive 
Are launched - 


7ءء 


"Oc SELECT 


The third is way above, almost 
outside of the atmosphere. Since you 
cannot fly that high, take care of 
some of the other objectives. 
However, you'll want to keep an eye 
on it constantly. When you see it start 
to descend, attack it. 


Hit the two Dropships in the 
beginning immediately; they're 
later, two more will show up in the 


same spot. Keep an eye out on the 
u for these two to show Hs 


All Pirate Speeder Bikes Must 
Survive 


This is the 
toughest 
mission of 
the three. 
we n ê You'll want 
to : 2 ہت‎ all enemies on the 
ground. Take them out quickly. As 
soon as this is done, start attacking 
the Dropships, so as to avoid letting 
the enemy deploy more tanks, which 
could destroy the Speeder Bikes. 


Destroy Escaping Superfreighter 


Destroy ey eter 

| "088 Right at the 
beginning of 
this level, 
you should 
be locked 
onto a freighter To the left i 


umed Freighter j 


announce 
outside on the periphery. A little bit 


TAKING ` THE OFFENSIVE 


.| This will come a little later in the level, 


when you hear the narrator’s voice 
that they're 8 
released. This part is tough. Quickly 
deploy bombs on the ground to 


destroy the enemy tanks, and then go 


after the Scarabs. Make sure that you 
eliminate as many tanks as possible, 
since there will be more help from air 
support than ground support. 


them all. 


¿WA 


the satellites 


- Escort Jenkins To His Freefall 

. This one is tough as well. You should 
_ be fine up until the point the narrator 
says that Jenkins has been found. 
When this occurs, search Jenkins 
` out, and concentrate on aiding him 
` to safety. 


Destroy All TF fighters 
This one could be a 
little tough. Before you 
destroy all of the satel- 
lites, leave at least two 
remaining before you 
start firing on the last 
two. Now, go after the 
fighters and destroy 


Complete Mission In Under 7 Minutes 
This one is easy. Hit 
all of the freighters 
ASAP, since they will 
try to escape, and 
are 
stationary. Now go 


the recovery Freighter. Go ہہ‎ it 
immediately and take it out with 
your missiles. 


Just make sure that you hit all of the freighters in the 
beginning, and you'll surely nail this one. Save your 
torpedoes for this freighter to ensure you destroy it. Also, it 
is listed as an Armed Freighter and not a Superfreighter. 


after the Satellites. 
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Destroy Command Center In 
Under One Minute 


Simply 


target 5 
right from 
‘the start 
and give it 


all you sot Don't worry about 


enemy fire; just take it out quickly. 


Destroy Planetary Gun 

This one is just past the Command 
center. Target it and destroy it. This 
objective may be difficult to accom- 
plish with : 
everything 

else you 

have to do, 

SO just 

make this 

your main objective once through. 
Complete Mission In Under 
Eight Minutes 

Since there 

is a lot to do 

for this 

objective, 

try to con- ۹ : us 
centrate on doing this objective And 
leave the other Bonus objectives for 
another time. 


| AIR Resistance Turrets Must Survive 


This is probably 
the hardest 
| objective of 
them all, since 
۱ ? j you'll have to 
Hee between hiting the tanks 
and destroying the annoying 
bombers. You'll want to stick around 
the base, but if you don't see 
anything immediately attacking, 
go and search for the closest 
oncoming enemies. Also, it will 
‘make this objective easier if you 
can destroy the Dropships before 
they deploy any tanks. 


Destroy All Scarab Fighters 


y This one isn't too tough, either; just 


۸ WA | xê / } 
ad E 1 7 WE 
! P E DE A h I i ۳ A 8 Û 


q M i اذ‎ 
THE jE EW 
۱ 0 م‎ ILE 


Destiny All Droid REŞA Pods 
This one isn't 
too tough, 
Since they 
won't fight 
back. As کا‎ ۱ 
soon as you hear the narrator 
announce that the escape pods are 
leaving, target and destroy them. 


Complete Mission In Under 8 
Minutes yr 
This one will 
be tough, but 
again, don't 
do any of the ٢٧۹٣۴ YL 
secondary objectives except this 
one. Concentrate on completing 
the mission. 


Destroy All Missile Freighters 

These guys are tough. To avoid getting 
blasted by their missiles, disable them 
quickly with your secondary weapon, 
and then go back and destroy them. 
The best way 
to go about 
this, is to 
concentrate 
on disabling hs | No 
all of the ships. While the secondary 
weapon is charging up, kill some of 
the fighters. Then return to disabling 


the other freighters. 
focus 

destroying 

the 

fighters, and 

attack 


ground only Men it's necessary 
Otherwise, you'll probably miss a 
few scarabs. 


Complete Mission In Under 
Twelve Minutes 

eee This may. 
seem like a 
lot of time, 
but it isn't, 
since this 


mission is quite long. Just screw the 


other bonus objectives and go 
straight for the main objective. When 
things get difficult towards the end, 
be sure to be careful, and don't do 
anything too risky. 


07 D ٢-٢ n AMTs 
-These are easy to take 
tricky. They are silver, stationa 

sm) Severe firepower. Just take ther 


SIE i Destroy. All Dropships CC 
ao requires you to at least keep up. with. the ship. 
you're escorting; otherwise, they'll drop more enemies - 
and leave. Save your missiles for these guys. ee 


Complete ۲ Mission In Under Seven Minutes | >È 


me ig Te ON E TI paa 
لفیا‎ oo 5 aê Kev 
RESC T: V THE 
Destroy Al Rivet Droids 

" J 


search the hills closely to find and kill all of them. 


2770 سپٹ ب ب paee‏ 


" Destroy Dropship Before Tanks Are Launched | 
This one will be kind of tough. It's outside. As soon as 


| 
| 
î 
۱ 1-2 ۳ | 
تم‎ ANA 
c | 


& A £ 
-7 Fo 4. 
———»—»————— هس‎ S de de. 


a 


Destroy All Droid Starfighters 


You may need to do the mission again in order to 
complete this objective, in addition to the Dropship 
objective. Just be sure to hang out in the sky after the 
Dropship is taken care of. You should run into all of them. 


8 8٥سہ‎ ٧۷ ۷۸٧ Os kee 
VERAS Recenter r Stations In Under 
Two Minutes 
Don't worry 
about the 
Starfighters. 
Go after the |. AE ها‎ Ta 
large Radar dishes, E you should 
complete this objective easily. 


Destroy All Interior Ceiling Turrets 

You'll have to go inside the ship to 
destroy these. They are on the ceilings 
of the ship. Be careful of the Merc 
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you see it, drop everything and attack it immediately. — 
Hopefully, you conserved your missiles, because you 
will need them to take out the Dropship quickly. — 


Leader, 
though. He'll 
be inside with 
you, shooting 
E 1087 missiles. 
However, you won't want to kill him 
first, since that will end the mission. 


Destroy All Lander oy SEES 
These are in m sn 
the same spot 
as the Ceiling 
Turrets. They 
are large, بس سی‎ ٢ ۳ 
immobile units. Take them, and 
the Ceiling Turrets, out with laser 
fire. Conserve your missiles for the 
Merc Leader. 


CONFERENCES MAY 16-18 — 


EXPOSITION MAY 17-19 


N 


LOS ANGELES-CALIFORNIA 
WWW.E3EXPO.COM 


EET THE GREATEST MINDS BEHIND THE BIGGEST GAMES 


The ES 2001 Workshop and Conference Program connects you with the talent 
behind the industry's most successful games. Just a few of this year's 30+ 
sessions include: Roadmap to Tomorrow's Games - Tomorrow's Gamers; 


Understanding the Broadband Consumer; Consoles Make the Jump Online; 
Games That Break the Rules; and Gaming Goes Wireless. . 


HOLD THE FUTURE OF INTERACTIVE ENTERTAINMENT IN YOUR 
HANDS. REGISTER FOR THE E? CONFERENCE PROGRAM ONLINE 
@ WWw.E3EXPO.COM OR CALL 877.216.6263. REGISTER EARLY 
FOR DISCOUNTS. 


E? is a trade event. No one under 18 will be admitted (including infants). This policy is strictly enforced. 


SELECT |^ 


HELBE L HIN G WEAPONS enemies. Whenever you can spare 


When enemies are running, wait. weapons, each one is required for 


- you'll be able to hit them. Once they. 
do stop, open fire! 


iS extremely. important. : THE 30588‏ تا 


unity, : since you never know when. To beat the boss, first 1 
an encounter might. occur. Also, if | eliminate the guard ۰ 
you reload out in the open when all | that's helping her a 


deserve to be shot - a c o 0 a launcher to dispose of 


“If you need a farther lock on for 7 | 
your pistol, switch to your machine = Û, reckless and sloppy. 


pistol. You will then be locked on. 


° STRATEGY 


eve revealed all of this information to help you Hints, Hidden Character S, 


through the game. Be sure to check out the hints at ü 
the beginning, since they'll be useful throughout. Bosses, and Endings 


machine gun bullets, definitely equip 
it. The only negative aspect is, 
however, you'll find yourself hard up | guessed it, the Silencer makes no; 
for ammo, more often than not. noise. So, if you don't want to attract 
a bunch of pesky guards, take 
enemies out with this. 


Running Wild | ons x Although there aren't many 


until they stop, since it' S unlikely that each unique situation. 


Although it's the worst 
of all of these weapons, it 
has unlimited ammo, which 
means that you'll be using it most 

of the time. It has one advantage over 
the shotgun and silencer, though: it's 
a bit quicker to draw. 


Rocket Launcher 

Although it's even more powerful 
than the Shotgun, it's even slower. 
spread, chances are you'll kill them. This means that actually getting a 


uations. If you can manage to 
hit an enemy with the entire 


The only downside to the shotgun | shot off success- 
is the slow draw time. If you're | fully will take 


Machine Gun being fired on by many enemies, | some skill. | only 
A Sometimes you may get lucky and hit The machine gun is great. | even in melee situations, this is | recommend this 
them while they're running, but the : i 
chances are slim. It's quick to fire and deals | not recommended. in moments of desper- 
much damage to many ation, or against a boss. 


approaching you as soon as possible. | also. Just be sure to stay close enough 
To beat the boss, shoot a couple of | to him to avoid the grenades, since 
times and move between the boxes, | dodging grenades is quite tough. 


since the boxes will only take a few hits. ; mí 
> Pick up his ٦٦ 


Do it whenever you have the oppor- 


Doing it this way provides maximum | LEVEL16 mas 
cover. Also note the box on the left | Thunder is an i Ol 
contains a medical pack. extremely hard character. 
His hits deal a lot of 
damage, and judging the 
distance his flamethrower 
wil cover is a little 
confusing. First, take out 
the snipers that are firing 
from above. Now, concen- 
trying to go for cover. Stay trate on blowing Thunder 
somewhat 997 super BÊT up with the explosive boxes. lf you 
close, but EIS UAE Gol didn't kill him with the boxes, get close 
don't get ا‎ with patience. to him and blast him with the shotgun. 
on top of him. Weave around the area | However, remember to watch for the 
that is next to the elevator and shoot at | flamethrower, since only a couple of 
him. You'll find some medical kits here, | direct hits from it will kill you. 


of the enemies aren't dead, you | | out use the rocket’ 


him quickly. Equip the 
machine gun, since 
the shotgun is too 
Slow. Hang around 


the pillar you gî AE ۸# 


LEVEL 12 
This guy is particularly 
tough, since he'll y: 
pummel Jean-Luc Ê 
with a machine gun, 


yourself from her fire. When she stops and throw grenades when 


firing, just jump out and shoot her. 
A A safe place such as this one is 
perfect for reloading your weapon. 


Long Distance Pistol 


< He is tough, but a bit 


gun and then switch. back to your 


Although the green target isn't there,‏ ھ 
this trick will put you on line to shoot.‏ 


OE 


Mike Hawkins 


dodge like a master; otherwise, this 
guy will be a bit tough. Target his head 
as quickly as possible, and then get 
out of the way of the rockets. lf you 
get hit by the rockets, you'll lose lots of 
life. Even if the rockets hit a box or wall 
near you, you'll still take damage. So, 


et 
و‎ 


* he ` û 1 
do: HANÎ ده‎ SS TD EN AA ê 
۳۹3 ۴ نم‎ 2 reso پا‎ y ; TAN M = 
Uem uem ZA RA aoe 
TERI z E DOE T 


or next to a wall. 


=» LEVEL 26 
B44, Destroy the laser and place 
۲ im. Jean-Luc against the 
BEA wall where the boss 
[ES sits. Blast the boss. 
N لت‎ you've shot at 
A3 him for a while, 
* some weaker 
[ enemies will 
- come out to fight. 
ae soe, Remove Jean-Luc from 
— e wall, but don't 
سے‎ move, since this will 
you leave open to 
| attack from the boss 
and the enemies. Kill 
k the weak enemies 
هھ‎ ۷٠٣۴٠001۱۳ and return to the 


the dual subma- i 
chine guns. fight with the boss. 


A Don't forget about 
those bombs! 


LEVEL 21 
For this boss, remember to obtain 
any medical kits that you see. The 
situation you'll be in with Duke at the 
beginning is a little unfair, since no 
matter what you do, you'll take a hit. 
The best course of action, however, is 
to move away from the pillar to avoid 
getting hit by the blast, and possibly 

take the hits from his gun. After this, OE. 

blow up as many explosive boxes as addition, since 4 tl | 
you possibly can to clear a path to he is wearing di | 
fight. Just be patient and wait for Duke dark clothes in a ù 8 - 
to stop firing to hit him. Although | dark room, he is تا‎ 
this fight will take a while, patience 000. 0 E 1 E 
will prevail. Also note, when your | ® distance کم‎ 
energy is low, he'll try to approach you. yourself greatly ۴ 


When he comes close, nail him with from this guy L^ و‎ 
the shotgun. so that the & 


bombs are 
unable to hit you 
(use the catwalk for 
protection). Now, take 


LEVEL 27 
Jin is a bit tougher than he initially 
seems. He wields only a pistol, but like 


e pod e 


Ryan, he tosses 
In <= et. 


LEVEL 23 
Be sure that you & 
can weave and Å. 


» Take advantage 2 E 
of his stupidity. 


s 
7 
چا‎ 
1 


NE `: za REŞEK so be careful. 


submachine gun. 


E RES AEE E 


- E The following Normal characters 


TerroristB — 


Mathew Brown 


= Assistant | ae 


try to avoid getting stuck behind a box 


2:993 level, jump into the machine gun 
| nests and waste him. 


; : ۲ A He's quick 
him out with the 3818 5 


(Terrorist, secretary, etc.) will be available ` 
for Normal Bot mode play: | 


A متیر ی‎ din 
Terrorist C 


NA^ LEVEL 29 
7 4 D $ machine 
» \ | gun against 
۱ this boss. 
= Now, run 
ESA around 
۳ ` | the table 
T to avoid 
Benemy 
Û f i r e , 
FT stopping 
| a just enough to 
۳٦٦ eliminate any 
۱ soldiers. 
1 Directly 
ÉS across from 
Û where Jean- 
Í Luc begins, 
you should 
A Hand to hand hs cuna pillar. 
combat is impossible This spot 
~ provides 
complete cover. Take out the two 
guards assisting the boss and څ‎ 
then direct your fire towards E 
him. Now equip a fully loaded ($ 
shotgun and blast the | 
charging ninja that will try to J 
rush you. : 


against him. Stay away! 


LEVEL 31 

lf you made it in time, 
you'll fight two bosses in 
a row. If you didn't, 
you'll fight only one 
boss, Cecile. 


Cecile 
His accuracy with a pistol is 
unmatched, so try to get in 
close with him. After you 
Shut off the lasers by shooting 
the control panel on the top 


The Two Bosses 
To receive the good 
ending, you'll have to 


| Bot Al, 


at in i Bot Does 


| Cecil p 
| Gunt c 


Unknown 


| Ultra setting | 
becomes available for use 


| The following Enemy Boss | 
| characters will be available - 

` | | for Normal Bot mode play: - 
ند‎ Kenneth Coleman D 


STRATEGY < 


fight two bosses . This other boss will 
be on the lower level trying to 
shoot up at you. Shoot the barrels 
on the bottom to eliminate this boss. 
For fighting Cecile, just follow the 
above strategy. 


The Three Endings 
Getting a good, normal, or bad ending 
depends on how well you play. lf you 
complete the game in a short time and 
rescue all of your comrades, you'll get 
the good ending. First, you need to get 
to level 23 in 3.5 hours to receive the 
“Good” or “Best” ending. You have to 
get to stage 27 in 4.5 hours to receive 
the “Best” ending. Furthermore, 
unlocking other modes of play 
depends upon you obtaining 
the "Best" ending and reaching a 
im ON number of points. 
dû obtain points, 
f 60 d to obt 
you 6 o obtain 
Lethal Hits (head shots, 
for example). 
| For each 
| Lethal Hit, 
By aes | you'll receive 
v 4 ۱ 300 points. 


سح .وا 


A Smash him 
quickly with the 
machine gun nest. 


Ash 
. Leon 


Duke 

Lila 
ہت‎ 
Qu ME Ll 


QM Ryan 


i Banderas | 


Note: You cannot. use. m 
Boss. Characters until you | 
have. achieved the good. or. 
best ending in the main - 
game on either normal or 
hard setting. | | 
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KNOCKOUT 
KINGS 2001 


Techniques And Strategies 


TYPES‏ نتاات 


THE BOXER 


The boxer is 
4 a true technician. 
m His punches are 
ae : designed to inflict 

maximum damage while maintaining 
economy of motion. This style suits 
players who like a balance of speed, 
power, and versatility. 


One of the boxer's best weapons, it 
has great range and can set up his 
most powerful weapon, the cross. Use 
the jab to establish your offense while 
at the same time disrupting your 
opponent's rhythm. Only boxers with 
tremendous power and specialization 
can do much damage with this punch, 
so be sure to combo off it with a cross 
and then a hook or lead uppercut. 


Possibly the best punch in the boxer's 
arsenal, the cross has almost as much 
range as the jab, does a good amount 
of damage, and is great to combo off 
with a hook to the head or body. Use 
the cross often, but be wary with a 
hook-happy opponent, as the hook is a 
counter to the cross. 


A strong, consistent punisher, the hook 
works well when you're in close and 
can follow it with an uppercut and 
another hook. At medium range, 
follow a hook with a cross to ensure 
both have the distance to land. Lastly, 
if an opponent favors the cross, try to 
catch him with a hook (counter) to do 
extra damage and increase your 
chance of getting a flash knockdown. 


The uppercut is purely a close range 
punch, but it can be devastating. Use it 
in a combination whenever within 
reach. The uppercut does a lot of 
damage if you catch a guy ducking at 
the same time. 


THE SLUGGER ہے‎ 


The slugger stylist is a KO artist. 
Although he may lack the finesse and 
speed of the other styles, he makes up 
for it in raw punching power. 


For a slugger, the jab is used more as 
an annoyance than a weapon. Having 
spent more time on his KO punch, the 
slugger has little range with his jab and 
cannot combo off of it. However, at 
close range, the slugger should use the 
jab to break an opponent's rhythm, as 
it's fairly quick. At close range, the 
punch is also useful in getting the 
opponent to cover his head, at which 
point the slugger can unleash many 
powerful body shots. 


THE OVERHAND CROSS 


As the best weapon for the slugger, it 
has decent range and does much more 
damage than the boxer's or free 
stylist's cross. It is a great lead-in to a 
powerful, sweeping hook to the head 
or body. Think of the overhand cross as 
the slugger’s jab in its ability to set up 
and lead into combinations. 


The hook is slower than the hooks of 
other fighting styles, as it has more 
wind-up, but it does great damage. 
Due to the way the slugger throws the 
hook, it also has more range than other 
Stylists’ hooks. Use it against cross- 
happy boxers or to set up devastating 
combinations in close. 


The slugger’s uppercut does the most 
damage of any punch in the game. Use 
it against crouching opponents and in 
combinations when possible. 


He is a fighter who has so much raw 
speed and power that he can forego 
Classical boxing in favor of a loose and 
unorthodox technique. At close range, 
he's like a small buzz saw, able to chop 
you up with short, rapid strikes. 


offense. Good luck! 


here are techniques provided for each type of 
boxer and strategies to help you with defense and 


punch often to amass points and set up 
quick combinations. 


The cross is best used as a lead punch 
as it has a bit more range than the jab 
and is fairly quick. Use it to set up 
combinations or to keep an opponent 
at bay. 


probati the 6 ee 18 PURA, 
the hook is fast, can be doubled and 
tripled upon, and is a great lead-in to 
other punches. At midrange, use it as 
often as the jab. At close range, the 
hook is a nice start to a quick combina- 
tion of hooks and uppercuts. 


The jab is a midrange punch. It doesn't 
have the reach of the precise boxer's 
jab, but it makes up for its lack of range 
with its speed. At midrange, use the 


OFFENSIVE TIPS 


Work the Body 


When facing an opponent of greater power or 
speed, “working the body” is an excellent 
tactic. The goal is to tire your opponent over 
the course of the fight by attacking the body 
(which drains your opponent’s stamina), then 
go upstairs when the opponent is weak and 


The uppercut should only be used in 
close range. Use this punch in a combo, 
since it is fast and does the most 
damage of any free style punch. 


A ۱۲ they're open be sure 7 80 | 
to the head. 


slowed. In round one, go almost exclusively to the body. Use mostly hooks and : 
uppercuts to ensure maximum damage. Since throwing pun nes d tires e 
opponent, keep pressing and make him fight back. — o 
. When the opponent is in the critical stamina area (yellow-red), it is time to. 
go up high. Don't worry to much about getting hit back, as he only does 50% 
- of his normal damage in this state. Occasionally, 80 back to the body to keep | 
him tired. This tactic should produce a late round KO Or several Knockdowns 


- leading to a decision win. 


DEFENSIVE TIPS 


Sidestepping and Counter Punching 


This tactic works best against opponents who 
favor one punch, especially if it is the cross or 
hook. lf your opponent falls into a pattern of 
leading with a hook or cross, begin to circle 
away from that punch by pressing the D- 


A Dodge NEE and counter 
punch when possible. 


Button up or down. Move away from the punching hand and towards the other 
shoulder. Immediately after successfully sidestepping a punch, counter with a 


hook. Try to follow this with a combo. 
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[SELECT 


METAL SLUG X | 


Endings, Tricks and Bonuses 


e've revealed the stupid secret to getting all of the 
endings, as well as provided strategies for getting the 
most points. You may start cheating now... 


E. 7 A An moran: کس‎ of the یک‎ SO 
Zû save those hostages. 


AA E ang 
ا ا ا رز‎ acts ره‎ IS MA Ge ce qe ی‎ 


پک EE AU‏ ا ا لا 


SERE Bore 


DEBA نه‎ ITA 


INSTRUCTOR MEG 


SS AS SO Tdi 


3. Meg's Hair: If you receive a ranking of 
Lieutenant Colonel or higher, discharge 
yourself and rejoin. For whatever reason, 
her hair will change. 


VEHICULAR BONUSES v 


If you happen to be riding on top of a vehicle (Camel, Metal Slug, etc.) when you destroy | 
a boss, you'll receive a huge point bonus. The values depend on the mission and vehicle 
youre riding. | 


2. Comments: The higher the rank that you 
receive in the training mode, the more 
Meg' comments will differ. 


1. Cycling through messages: before the 
first message is displayed completely, press 
r to cycle through all of the comments. 


CUDNRIT ERR ARE AR DA ہے‎ T duce de An 
ا‎ AS Sis ا‎ SEW AÛ ARAR NN 
ATAR AS Vy 430 A ار‎ S 


A „ Simply mem Through it a Bunch of times 
to see each ending. 


ENDINGS 


There are a total of four endings that 
players can possibly receive. Unfortunately, 
theres no exact method for obtaining a | (Seius ENS. 4 
certain ending, since they're randomly A They're a silly set of tricks, but funny. 
generated. 


Destroy Red Leader of Mini- -copter first. 150, 000 points 
Obtain Point Bonus under boulder trap and narrowly escape death in the second 
mission.. 30, 000 points 


FR Waste Engines i in third Mission of Mid-boss. 10,000 and 50,000 points‏ مرو موی 
START ANOTHER MISSION BÊ ete the long jump from trains in third Mission. 50,000 points‏ 


ws you. complete. the. game, ‘Another | İTEM BONUSES - û 
Fl Mission" will appear on the main menu. This. 9 7 and Gold Chests. 1000 points | is | Qu d 
extra mission actually consists of 20 mini- Figurines..5,000 points 

missions. You begin. with 10 of the 20. Gold Bats and Gems. 30. 000 
Completing any two of the 10 will with a 
silver or gold medal will unlock one more 
E ihe; tof SR Sla SUN ہا‎ mini-mission. Follow this procedure to 
they can be tough. unlock the rest. آ‎ 


Dead Explorer’s Gem of Second Mission. 50,000 


4 a 


e show you how to get every 
ending for this fantastic, 


puzzling game. je ae ة۵ پٹ ھ0 ار مت‎ | A It's the minor things you do that affect the ending you 
E ` get. The major things are there to give the game depth. 


| While Konami's latest adventure title, E rote مت‎ - 
‘is a bit on the short side, it does have some of the best 
endings we've ever seen in a videogame. There are fve : ۱ 
endings, in total, and each one is completely different related to you. You also have to let Dana go on with her | the game, run over to the Fortune Teller and talk to her. ` 
from the others. Only by seeing all of them can you fully - : ! life (in the past) and not try to. convince her to come p Shell finally reveal who she is and why she's been ela a 
understand the complete storyline and discover = true T | ك کے‎ you ot o ۳ | : 
fate of Eike and the other characters. < I U | "E # do a : 

| Unfortunately, it can be quite challenging to figure dd o : ای ی ات اک ما‎ ٤ 
_ what events trigger what endings. That's why we've done | TY | + < N ہے رت‎ 
_ all the work for you. Just follow these simple instructions ne is, by far, D most tragic ena: you can n get If ۴ yoL 
: and d you Û be able to unlock al the enone l in no ) time کے‎ - want 1 to see it, be sure and meet yourself i in the city cente 
| a (the j 2 and then tel Cr y your re related to he 


"Just ike in E E you can't tell II Margarete à that shes. mediately a after مود‎ to Hugo, in the last pee of 5 


o get i this ending, bring the Homunculus back to Hugo a 
fter you t talk to the Fortune Teller. This is the best û > 
the کر‎ but the e hardest to ê : 
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034 STRATEGY 


O 
SELECT o? 


Input the following codes in the codes | 
ı When the start clock hits one, press on the 
. While at the character screen, input: 


option under the Options menu. 


INVINCIBLE 
MINIME 


DIRECTOR MODE 
DIRECTOR 


JAR-JAR MODE 
Reverse pilot controls....................... JARJAR 


HIDDEN CHRISTMAS VIDEO 


NO HEADS UP DISPLAY 
NOHUD 


VIEW THE CREDITS 
Creator Credits AN CREDITS 


UNLOCK THE GALLERY 
Access to images .............................. SHIPS 


PLAY AS "THE HAMMER" 
On the Create Player screen.in the Rosters 
menu, create a new player and enter his 
new name as Hammer. Now, when they 
refer to him, they'll call him “The Hammer” 


PLAY AS "ANIMAL" 


QUICK START 


. gasto receive a small turbo boost. 


ONI ae 5 ا‎ ۱ 
ae ves : 
ê Tritis de ê 

M û , r‏ ا ا ہے 


` AVOID FALL DAMAGE 


. If you fall from a high platform, push 0 to ` 


. doa flip and avoid taking damage. 


On the Create Player screen in the Rosters | 


new name as “Animal” The announcers will 
now say “Animal” when referring to him. 


GAMESHARK 


CODES 


FEAR EFFECT 2: RETRO HELIX 
Hana 

Never Reloads Assult Rifle 
Infinite Assault Rifle Ammo 
Infinite Shotgun Ammo 

Never Reload Shotgun 

infinite Uzi Ammo 

Never Reload Uzi 

Infinite .90 Pistol Ammo 

Never Reload .90 Pistol 


Have Metal Hook 
Have Hacking Computer 


8008bb540063 
8008bc0c03e7 
80007 
800663 
8007 
80063 
80067 
80085030031 
8008500360031 
300800600001 
3008bbec0001 


EVERY HOLIDAY OUTFIT 
While at the character screen, input: - 


> چ بل‎ 00 CD CD CD CD 
n CD CD CD CD 011 CD CD 


ALL TRAINING 


€ T بل‎ TED (x20) GB 


| BIG HEAD MODE 


i 


While at the character screen, input: | 


>>> 790 

CHEAT MODE 

€ 2€ ote AR IR 0 o og oo 
FAST MODE 


23 د رل 1 ج‎ CD CD CD CD CD 


menu, create a new player and enter his | SET HOLIDAY TO CHRISTMAS 
_ While at the character screen, input: . 


| a Panda costume. 


2 My y y 6D 0D CD GD CD CD GD 2 


Have Fixer Piston 
Have Machine Cog 
Have Fixer Battery 
Have Drained Battery 
Have Wires 

Have Video Tape B 
Have Video Tape A 
Have Green Key Card 
Have Fixer Head Key 
Have Fixer Chip 

Have Yellow Key Card 
Have Mirror 

Have Pearl 

Have Mirror Segment 
Have Bandage 

Have Bell 

Have DNA Disk 

Have Blasting Caps 
Have Flash Disk 


| SET HOLIDAY TO EASTER 
. While at the character screen, input: 


2 ^ J J J GD CD CD 2 


| SET HOLIDAY TO HALLOWEEN 
| While at the character screen, input: 


-¬ ۸ رل بل بل‎ GO CD CD CD CD CD CD 


put 0% EXTR ELE HEE ۱‏ یر مس روا 9 دنت نت د وس 

4. 5 V ê j ۲ ۹ 3k pr got lea em 

aM 1 : p^ ; 

À ani 2 ا‎ M 7 E £ ۶ 4 T | e? 

4 ts 3% ê / : وه‎ êr. - 

| "Ww ys Bt. (o OUR feet SARET di. 
DU Lg جک شود‎ HA و‎ Le Soy kê mar و‎ Ve ہو اج وس‎ A hw aya e ۱ مرحم ہریت رب رولد یح‎ 

SN AO DA SRA ER‏ درا IS A A‏ ا IS‏ وکا 

1 

î 


While at the character screen, input: 


23 Ty y y CD CD CD CD 2 


¦ SET HOLIDAY TO NEW YEAR'S 


-< ۸ )بل بل رل‎ EB 


SET HOLIDAY TO ST. PATRICK'S DAY 


. While at the character screen, input: 


72 لل بل J.‏ ۴ہ ¬ 


__ | SET HOLIDAY TO THANKSGIVING 
G: ۱ While at the character screen, input: 


2T 4 بل بل‎ Go AAA co 


| SET HOLIDAY TO VALENTINE'S DAY 


While at the character screen, input: 


0 مج | 


| START AT FINAL MATCH 
| While at the character screen, input: 
_ While at the character screen, input: 0834 دچ‎ T 20ے‎ 


. DOPOD 


| UNLOCK CHAMPION OUTFITS 


While at the character screen, input: 
Ey د‎ 1 Gi CD GI CD CD CD ED 


| DOMED 
While at the character screen, input: | 


| ONIMUSHA 2 FMV SEQUENCE 

: Successfully beat Onimusha and save. 
. Begin anew game and the "Special Report” 
option will appear. This unlocks a small 
. movie of the sequel! 


SPEED TRAIL MINI-GAME 

Collect all 20 Fluorites (blue rocks). Finish 
and save the game. A speed trail mini-game 
will be unlocked. 


BISHAMON O FLUTE 

At two points, you'll see a man hanging 
from the ceiling by his feet. Although he 
ignores you at first, later in the game, after 
using the Evil Plate to open a door, he will 
speak with you. This man will lead you to 
the Dark Realm. Kill monsters until two 
portals open - one to ascend and one to 
descend. Descend until the last level. Open 
the box to obtain the Bishamon O Flute. 
Use the flute in the last fight. 


BISHAMON SWORD 

In the Demon Realm, you'll find a save point 
and three doors. Proceed to the door that 
looks like an iron gate. Use the Bishimon O 
Flute to unlock the door. Sticking out of the 
Skull Demon wall is the sword; grab it. 


| ULTIMATE X ARMOR 

ı At the character select screen, highlight X 
| and press: ۸۸ (9 times). If entered 
, correctly, you'll hear a chime. 


| While at the character screen, input: | ALTERNATE COSTUMES 
| . Successfully finish a game and save. Begin a 
| new game and 
| Normal/Special” option will appear. This j 


| Turn Spyro into a flat dragon by entering 
| بے ے‎ 0010009046 


the 


version changes Samanosuke's costume to 


3008bbee0001 | Rain 
30080010001 
3008bbf00001 | 
3008bbf10001 | 
3008bbf30001 | 
3008bbf50001 
3008bbf40001 
3008bbea0001 
3008bbeb0001 
3008bbe80001 
3008bbe90001 
3008bbe50001 
3008bbe40001 
3008bbe20001 
3008bbe30001 
3008bbe10001 . 
3008bbe00001 
3008bbde0001 
3008bbdf0001 | 


Deke 
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Infinite Shotgun Ammo 
Never Reload Shotgun 
Infinite Uzi Ammo 

Never Reload Uzi 

Infinite Assult Rifle Ammo 
Never Reload Assult Rifle 
Infinite 90 Pistol AMMO............................... .3008bf0803e7 
Never Reload .90 Pistol Ammo 


Infinite GL 150 Ammo 
Never Reload GL 150 
Infinite Shotgun Ammo 
Never Reload Shotgun 
Infinite Assult Rifle Ammo 
Never Reload Assult Rifle 
Never Reload Shot Pistol 


; To activate every code, pause the game and 
enter the following codes. 

“Shinnosuke ` 

| 2D SPYRO 


800800367 
800806640063 
800 7 
800044063 
800851010367 
8008506540063 


80080630031 
800806360031 


8008be 1203e7 
8008bd8c0063 
8008be0e03e7 
8008bd640063 
8008be0c03e7 
8008bd540063 
8008bd4c0031 
8008bd4e0031 


BIG HEAD 
Enlarge Spyro’s skull by entering 


^ m^ M^ OOOO 


GAME CREDITS 
See the credits by entering 
E> é> E2 000000 


Note: You will have to restart your current 
level once the credits are over. 


BLACK SPYRO 

Make Spyro black by entering 
۸ ج بل ے‎ ۸ 6( 9 0292 09 n T د‎ J ے‎ 
TY 


BLUE SPYRO 

Make Spyro blue ۷ 
T«€-LTOuuomnwuT-/J-c 
TO 


GREEN SPYRO 

Make Spyro green by 
1< رل‎ -< 1® 69 da 099 o ۸ ove 
TO 


PINK SPYRO 

Make Spyro pink ۷ 
ے مہ‎ J جج‎ 1® dı gc 09 0 T د‎ J, ے‎ 
TO 


RED SPYRO 
Make Spyro red by 


- Have Peach 
Have Phoenix Amulet 
Have Genetic Marker 
Have Diesel Fuel 


. While at the main menu, 


| Y1 1300 


. If entered correctly, you'll hear a sound and 


_ WINBACK: COVERT OP 
. UNLOCK SUDDEN DEATH MODE 
| At the main screen, enter the following: 
| (D CD 0D CD 6 ۵ 0 ۵ 09 ۳ 


entering سس‎ 


| HIDDEN FIGHTERS 


entering — 


entering . 


3008bde90001 
3008bde80001 
3008bdea0001 
3008bdeb0001 
3008bded0001 
3008bdec0001 
3008bdee0001 


Nepo ۲۳۵09 09 09 09 9 ۸ ے بل‎ 0 
| YELLOW 0 
Make Spyro yellow by entering 


2 د 94۰ 09 09 0 ۳9 دب‎ ۷ » ٢ 


pa Sheer ay | UNLOCK EVERYTHING 
_ Pause and press 242 E> ج‎ (x2) 


SLOWER Al 


see the screen will flash. 


O: 


NEVES Finish with every 
| character 
BIS y هس‎ Finish on easy 
| Gundam................ Finish with all Suits on 
| normal or hard 
Hvara Oe E asepe Finish on hard without 
losing. 


Unlock All Tracks-Forward 
Unlock All Tracks-Reverse 
Mirrorred FWD & REV 


UNREAL TOURNAMENT 
Must Be On 
All Assault Levels 


3008bdef0001 


Have Ancient Gold Crank 
- Have Ancient Red Crank 

Have Combined Mirror 

Have Mirror Segment 


VANISHING POINT 
Always Score 200 Stunt Driver 
All Table Top Balloons 
- All Cars Unlocked 
All Heats - Aston Martin V8 
All Heats -Aston Martin 7 
All Heats -Lotus Esprit. 
All Heats -Dodge Viper GTS 
All Heats -TVR Griffith 
All Heats -Shelby Cobra 
_ All Heats -Toyota Supra 
All Heats -Ford Focus 
All Heats -Jaguar XKR 
All Heats -Ford Mustang Cobra 
All Heats -Audi TT 


3008bdf 10001 
3008bdf00001 
3008bdf30001 
320001 


All Characters 


8004701a00c8 
80047160000 
8003801 
3003cc070007 
3003cc060007 
3003cc050007 
3003cc040007 
3003cc030007 
3003cc020007 
3003cc010007 
3003cc000007 
30037 
3003cbfe0007 
3003cbfd0007 


| All CTF Levels 


All Death Match Levels 


3003cbfc0007 
3003cbfb0007 
3003cbfa0007 


All Heats -Ford Ranger 

All Heats -Ford Explorer 

All Movies & Slideshows Unlocked 
Secrets Unlocked 


3003cbf90007 
20007 
800230886111 
5003866211 


enter: 


. ACIESDASI355E6A6 


, Psycho Mk lll............. Finish on hard 

| V Gundam.............. Finish with all Suits on 
| ` hard 

| Zeue Ziel..................... Finish on normal 


" 0 + --  -0 موم‎ NET) e EART LEBSIN — aê 
٤ y v 4 ھ8 ےق"‎ ۹ 1 


| PLAY AS DARRYL 
. Complete the game with all 20 wheels 


| R-GRAY 1 AND R-GRAY 2 SHIPS 
_ Complete original mode,without continuing, 
_ with any ship to unlock these ships 


_ ART GALLERY 
. | Complete Special mode with any four ships 
| (one of which must be an R-Gray ship). Each | 
| time you complete the game, three new sets | 
| of artwork will appear in art gallery. 


| ALL ITEMS RESEARCHED 
| Press PLP بل ^ € بل‎ (x8) in the park. A 
| sound will confirm that code worked. 


8003CBE4ffff 
800308-611 
80030612111 


All Domination Levels 


66672۸ 
1D9698C01456E7A6 
1D96A5601456E7A6 
1D96AF001456E7A6 
1D96B6801456E7A6 
1D96C0201456E7A6 
10 656 
166 56 

56 

. CIESDAOI355E6A6 

1C1E5DA41355E6A6 


Must Be On 
Invincible 
Invisible 


3C1E5DACI456E7A6 
.1D961E701456E7A6 
1D9628101456E7A6 
106 
1006 56 
10 56 
10965616 
10 656 
10 6 
103 56 
10939 86 
109386 016 
10930666 
10936 
1093716 
1096 
1093166146 
1D96DEEO1456E7A8 


Must Be On 


— — a BLR :جب‎ A Pro A TP PD وه يمو پر‎ 
¿ i : 1 و1‎ A ESE K کر‎ BIR XUR ی در‎ ope m له‎ E نما دلا‎ Ag RIP" 
1 f ê d Ji 
۹ 1 1 i 
۱ Ê : 3 ` ۱ 
^ ! f tha ۸۹ 4 
1 0 و‎ ae eo. werd vd oe Becton e Îsay e am Mae مہہ ری‎ eco ac d ہرد ہم‎ 
ê کیا‎ dekey ا‎ SARE و یباهو‎ O E ود‎ ro ARS یی رت مس و ای‎ Se Kere I 
٨ ste 7 O و‎ RA لا‎ KANA L6 Ae وما‎ Reye E una هلاه سرب ييو وز‎ 


Infinite / Low Time 

All Cheats Available 

Press L3 For More Time 
Less time remaining 
in Challenges 


Easy Win - Challenge 1-C 


Easy Win - Challenge 2-C 
Easy Win - Challenge 6-B 
Easy Win - Challenge 9-B 
Easy Win - Challenge 9-C 


Pro Career Race Points 


SELECT 


O 


STRATEGY 5 


| INDESTRUCTIBLE WEAPONS 
ı While at the main menu, 


enter: 
GD GB CD GB O ® or a“ CD) (D en O ۵ 


| INFINITE STAMINA 
. At main menu, enter: GD GD A) GD ED (4) 


; NEW WRESTLER SOUNDS 
. While at the main menu, 
, DAA 


enter: 


| TINY WRESTLERS 
. While at the main menu, 
. n un wı تا‎ ® ® 


enter: 


| BIG WOMAN WRESTLERS 
. While at the main menu, 
. 09 09 @ ا‎ 0 


enter: 


1 تہ‎ ANDA m ou Cen ICAA ALO DOOR AO و ضر‎ Die menting 
T لواو رح و 07ء‎ UN څ‎ rita 3 ما مایپ زر‎ Ê 
4 Vbi ma LO det) MAE Ded ce và 77) ES ex. | 
T 1 4 i 7 1 / 
] 1 "n, Y 
1 pa J b T ٦ 7 
3 0 | p = 0 » 7 
BI ^ ^W 7 0 
` OU = گے‎ n 3 bo 
5 TOUS d O لیر ای مم‎ LENAR û E انر لا ا اع رز‎ veis A K9 0+ 
۱۹۹ AUC ANO AT REA OL ANS 
E A A RSE ۸) EE ra OEE 


| EA’S DREAM TEAM 

` To get the Dream Team, select the “Single 
يږ‎ | Game” option from the main menu. Press 
|» — € six times at the team selection 
' screen. Then an announcer will say "Triple 
. Play Baseball" which confirms that the 
. entry was correct. Alternately, m+ and 
| press € > (x3) ©. 


1D96EB801456E7A8 
1D96F5201456E7A8 

1D9601801456E7A8 

1D9498601456E7A6 
1006 
1096 
109486720466 
10966 


TIME SPLITTERS 


ECB784201456E79B 

1600646 
166006666 
1000۵۸8901456766 
1CADAA7461 DFBOOC 


.0CA896261456B00A 
1CADA8901456B00C 


Press R3 For Less Time 
More time remaining 
in Challenges 


00 10 
10۵08۵890145675 
OC2FDB201426E79F 
4C2FDB201456692C 
421 644625 
4-219631456025 
4-219441456025 
020 126-۳ 
1C2FDB20144F25CC 


ATV: OFFROAD FURY 


EC89866C1456E60A 
3CD901A41456E 77B 


WWW.DAILYRADAR.COM > #45 MAY 2001 » 100% INDEPENDENT PLAYSTATION MAGAZINE ۱۳2۸۲ 


lie 


7 i 
103029 


neu. 


9 
۳۹ 


1 ی لت ډب لها 


AS 


RETIRAR 


ni 


Bungie 


۵ 
ھ٦‎ 


Ry 


E n. e 2 ME % D d e 
. eg ۱ DOX. 99 od ec h | R d 


٢ے‏ د يد چد AC‏ ہا له 7009 
anes‏ 


3 


sl نه‎ 


100% INDEPENDENT) 3097 


۱ O O 
SELECT 
% 


۳ - 
L ê 
n 7 " 
252 & PLAYSTATION MAGAZINE ecc n ۱ 
5 هوات‎ B mi lı ã 5ص‎ ۳ 1N ! 
4 ۱ ( Ji | 
وس‎ ۸ y] ٢ 1 1 E 5 Ai 3 2 
_ Hm ۹ 
ISSN: 1095-4163 eê (XO 
....................ı................ .........e.....n.e..n.nn..'ı.e E | : ] l 
Chris S Slate Editor-In-Chief خد‎ A ED | 
Bill Donohue Managing Editor EA ¿DR 
١ ] | 
Stephen Frost Senior Editor A WD 
Randy Nelson Reviews Editor ” Ww 
Chet 1 Y 


¦ Barber Strategy Editor 
Tommy Layton er 5 Editor 


it £ © © p 
maus £9 is i over, but another 
Gary Lie iew "Associ iate Art Director WV e 


^H mê 1 "———— nı n + añ TA 
Editorial Contributors $ David Chen, Jeff Chen, David Zdyrko 


o‏ 2 با 
already on the way‏ کا one‏ رت او دہ د 
Richard Lesovoy Production Director ;‏ 


وب = ها وښتادن 113 


Larry 0 y Production € Coordi aî 
Jonathan Venier Sr Cirulation Manag 


Kate Bai ley Group Subscription Directo: ١-د‎ 6 ٩ ۲ | 
Mimi Hall  Neustand M larketing Manager CÓ wm ¡ViDa 8 ۵ 
Melissa Richaı Is Direct Mail | Manager ا سس ےہ اک‎ Belan 
Jeanette Spanic Sales Operations Manager SEE THE GAMES OF E3 HERE FIRST! 
Robin Rosales Inside Sales Manager 
iris Biei hin By خی نه‎ seê The annual تس یسن سبح جر‎ Expo (E3) is approaching fast, but if 


ichelle Cerienko Ba y Area Sales Manager you're like us, you can't wait to see the cool new PS2 games that will be 


mp 


1 LA ong Bay Area Account Executive 


Wilson n Lau East Coast Sales Manager unveiled there. Well, now you won’t have to wait, because all of the top 
Holly Neal East Coast Account Executive companies are giving us an early peek at their new titles! Check back next y 


bra و‎ Dominum ۱۰ E ٩ KC 
tacy Bremmer Southwest Sales Manager 


Megan Fischer Ad Operations Coodinator issue for a look at the games that everyone will be talking about! 


Nicklin Direct Marketing Specoialist 


E ES ^ » ? , en سپ‎ oa n A Ag na OO «X 7 Y | 

2 للا لال‎ PR ... Beret ea =e Yaf نے‎ b A DED fs m" " / yan 4 LS A P û ۲ لے‎ Te LE 

| m arnatinnal I:rancinog* Ye فا‎ = 8 LS 4n = Bl ^ | * 4 1 AA 4d n ` P 1 Jı MI 
L IUI IGI LEIA 1 mi | سی‎ Û | Inm UY VIP E g | 

IM v"‏ ج میں La u ù ã a H uw SI ak fae‏ ت 


Robert Abramson & Associates 


720 Post Road, Scarsdale, NY 10583 We’ ve icant “Tokoya to ea with a pocket full of yen and as much film as | 
fax: (914) 723-4700 / abramsonAprodigycom he can carry — let the craziness ensue. He’ll report on all of the big new 
PSM Customer Service PS2 titles, plus he's sure to take photos of scantily-clad Japanese girls. 


d FTT I Tı 
E fe DUVA po | 4 الوم‎ 
Danidar falarada 290n272?2.5»n"?7 
& Uist k و‎ ViVic IU QU vel Lao IE" 
"230426 ti tm? 22 alina 9٠ 
cus JE v@p: il mine, CC 1 
— أ٭ہ‎ ^^ "^ Benên e AMOS - اہ سم‎ 
ate; NA اما‎ 5 +١ ٣٣ 3 
واو پا‎ JI +. ٨ FT TO x 9 
: ie مو‎ 5 d ND THE 
DCI M aria on - e ilic "UN r \ 
: 100% Indepen ident. PlayStation ٣ سیه‎ a published monthly by 
E Yr [s 1 
Imagine Media, ا5ا‎ North Hill Drive, Brisbane, CA 94005, USA. Periodicals 


WINNER IS... 


AARON PHELPS of Chico, CA is. 
the winner in our January Caption 
Contest. You can check out his | 
winning caption below. Aaron, your — 
PSM Prize Pack is on the way! 
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